





INTRODUCTION 


KINGMAKER simulates the Wars of the 
Roses, the period of sporadic Civil War in. 
England between 1450 and 1490. Ruledby 
a weak and mentally unstable king, Henry 
VI, demoralized by defeat in France at the 
end of the Hundred Years War, and 
encouraged by the ambitions of Richard, 
Duke of York, and his sons; the country's 
Noble families used their large private 
armies in attempts to gain control of the 
government. Ostensibly a continuation of 
the fifty year old struggle between the royal 
houses of Lancaster and York (the red rose 
and the white rose), the Wars were in 
actuality a series of bloody power struggles 
between factions of self-interested Nobles. 


The game is based on the premise that 
the powerful Noble families used the 
Lancastrian and Yorkist princes as pawns 
in a greater game of gaining control of 
England. Players control pieces represent- 
ing the Noble families as they seek power 
by a combination of military, political and 
diplomatic skills. 


BRIEF DESCRIPTION OF PLAY 


KINGMAKER is played by from 2 to a 
recommended maximum of 7 players. The 
object of the game is to control the last of 
the eight rivals of the royal houses of 
Lancaster and York for the throne of 
England. To accomplish this, players ma- 
neuver Noble counters representing the 23 
major families in England in order to 
capture and support their royal heir while 
simultaneously eliminating all other rivals 
through combat. Each Noble counter has a 
corresponding Noble card which the con- 
trolling player displays and which he may 
strengthen with title, office and other 
awards. At the beginning of each player's 
turn, a card from the Event deck is drawn 
and any instructions thereon are followed 
by all players. At the end of each player's 
turn, a card from the Crown deck is drawn 
which may add a new Noble to his faction or 
may augment the strength and power of 
one already in play. 


COMPONENTS 


1. Mapboard representing England in 
the late 15th Century (see Terrain Key P. 
5 for identification of the various features 
on the board). 


2. Deck of 80 large cards hereafter 
referred to as the Crown deck (see Crown 
Deck Key P.5 for identification of the 
different types of Crown cards), 


3. Deck of 90 small cards hereafter 
referred to as the Event deck (see Event 
Deck Key P.7 for identification of the 
different types of Event cards). 

4. 126 cardboard counters (see Coun- 
ter Key P.6 for identification of the different 
types of counters), 

5. Rules booklet. 

6. Game box and lid. 


NOTE: Dice are not required for play in the 
Basic Game. 

It is important to become familiarized 
with the various types of cards and the 
features on the board before starting play. 
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BASIC GAME 


PREPARE FOR PLAY 


1. All Crown and Event cards and all 
counters marked with an asterisk in the 
upper right corner are removed from play 
for the Basic Game 


NOTE: An asterisk indicates equipment 
relevant to optional or advanced game rules 
only. 


2. Both the Crown and Event decks are 
shuffled thoroughly. The Event deck is 
placed face down in its designated location 
on the gameboard. A discard pile will be 
maintained adjacent to the deck. As soon as. 
an Event card has been played, it is placed 
here face up. During the game, if the Event 
deck becomes depleted, the discard pile is 
shuffled and reused as the Event deck 
Cards in the discard pile can never be 
reviewed. 


3. 36 cards are removed from the 
Crown deck and are distributed evenly to all 
players. Any remaining cards are returned 
to the deck which is then placed on the 
board 


4. Each player must separate the 
Crown cards dealt to him according to type 
and arrange them in front of him in the 
manner described below 


à. All Noble cards are placed face up. 

b. All title cards must be allocated 
(given), one apiece, to each untitled Noble. 
Title cards which cannot be allocated are 
placed in Chancery. 

с. All office cards must be allocated, 
one apiece, to each titled Noble. Office 
cards which cannot be allocated are placed 
in Chancery. 

NOTE: A Noble caa never have more than 
one title and office. 


d. All town, bishop, mercenary and ship 
cards remaining are allocated. without 
restriction to any Noble(s). 

All cards dealt must either be allocated to a 
Noble or placed in Chancery and cannot be 
retained to be played later. 


Any player(s) not receiving a Noble card 
in the deal draws cards from the Crown 
deck until one appears which he plays. The 
inverted cards are reshuffled into the deck. 
Every player must start the game with at 
least one Noble card. 


Once a Crown card has been allocated 
to a Noble card, it may never be returned to 
any player's hand or transferred to another 
noble except as outlined in Transfer (P.4 ). 


CHANCERY 


A separate pile for office and title cards 
which cannot be allocated at the start of 
play or which belonged to Nobles killed or 
executed during play is maintained face 
down. They may be reapportioned during 
Parliament (P.4 ). Cards in the Chancery 
can never be reviewed. 


FACTION 


The arrangement of Crown cards in 
front of each player represents his faction. 
The basic unit of the faction is the Noble. He 
will be represented on the game board by a 
corresponding counter. The other Crown 
cards placed under him are his awards 
These cards increase his strength in troops, 
give him control of certain cities, towns and 
castles, allow him to travel by ship, and 
award him several other privileges to be 
outlined in the rules. Each player controls 
and maneuvers the Nobles and their 
awards in his faction. 

Any town, city or castle awarded to a 
Noble is considered friendly to all Nobles of 
his faction. They may enter these places 
freely. A neutral town, city or castle (not 
under any faction’s control) may not be 
entered by any Nobles of a faction. An 
unfriendly town, city or castle (controlled by 
another faction) may be entered only by 
permission of the player controlling the 
faction. Any ship awarded to a Noble may 
be used by all Nobles in the faction. 

The number of Nobles in a faction will 
fluctuate as some are killed or executed and 
others added through the draw of the 
Crown deck. A player will be able to add 
new Crown cards to his faction. He may not 
add a Crown card to a Noble "under siege" 
or at sea that would increase his troop 
strength. A player who loses all of his 
Nobles is not eliminated from play. He 
continues as a new faction. 


SETTING OUT COUNTERS 

1. The seven royal heir counters are 
placed in the following locations on the 
gameboard 


HOUSE OF LANCASTER f 

Henry VI—in London 

Margaret of Anjou—in Fotheringhay 
Edward, Prince of Wales—in Coventry 





HOUSE OF YORK 
Richard, Duke of York—in York 
Edward, Earl of March—in Harlech 
George, Duke of Clarence—in Cardigan 
Richard, Duke of Gloucester—in Calais 








They are placed on the symbol of the 
town, city or castle that they occupy. Royal 
heirs do not have Crown cards to represent 
them. 


2. For each Noble card allotted in the 
deal, the corresponding Noble counter is 
placed by the controlling player in any one 
of the castle(s) on the board that is listed on 
his card. Place the counter on the symbol of 
the castle that he occupies. These castle(s) 
are identified by the coat-of-arms of the 
owning Noble. 


3. Each ship counter awarded to a 
Noble by either a ship or office card is 
placed on the port listed on her card. 


SEQUENCE OF PLAY 


KINGMAKER is played in turns. Each 
player takes his turn in clockwise order 
around the table. When all players have 
taken their turn a round of play is complet- 
ed. The game continues for an unlimited 
number of rounds until the requirements 
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for victory have been fulfilled. Play starts 
with the player who controls the Noble 
allocated the office of Chancellor of Eng- 
land. If no Noble holds this office then play 
starts with the player who controls the 
Noble who has been allocated the senior 
Bishop in this order: Canterbury, York, 
Durham, Carlisle, Lincoln, Norwich; other- 
wise play starts with the player with the 
most troops. Each player's turn is com- 
posed of 6 phases which must be complet- 
ed in the exact sequence presented below: 


1. Chance Phase—The top card of the 
Event deck is drawn and any instructions 
printed thereon are acted upon by all 
players. 

2. Movement Phase—All some or 
none of the player's counters are moved. 


3. Combat Phase—Any battles or 
sieges are resolved. 


4. Parliament Phase—Parliament may 
be summoned by the sole king or the Noble 
awarded Chancellor of England office (if 
there is no sole king). 


5. Coronation Phase—A royal heir first 
in the line of succession in his or her royal 
house may be crowned king. 


6. Crown Deck Phase—A card is drawn 
from the top of the Crown deck. It may be 
played immediately or kept hidden and 
played at any time. When a Noble card is 
played, the corresponding Noble counter is 
placed in one of the castle(s) listed on his 
card. It may happen that the castle(s) held 
by a Noble to be played becomes unfriendly. 
In this case, he may be placed on board at 
the nearest friendly town, city or castle. 
Any other type of Crown card must be 
allocated to a noble in order to be played. 


MOVEMENT 
1. Noble Counters 


A Noble may move up to 5 squares in 
any direction (including diagonally) subject 
10 certain terrain restrictions (see Terrain 
Key P.5 ). A Noble may move any part of his 
allowed 5 squares or he need not move at 
all. This constitutes his move for the turn. 
The path of movement over land is never 
blocked. 


2. Royal Heir Counters 


A royal heir may not move unless 
captured or instructed to do so by an Event 
card. Once captured a royal heir must have 
at least one Noble with him (her) at all times 
and may never be voluntarily left alone. A 
royal heir is always allowed to move with 
the accompanying noble(s). 


3. Ship Counters 


A ship may move up to 5 squares at sea 
in any direction (including diagonally). A 
ship may move any part of her allowed 5 
squares or not at all, This constitutes her 
move for the turn. A ship may stay at sea 
indefinitely unless forced to port by an 
Event card. A ship's movement may never 
be blocked while at sea. 

A ship may move unloaded or with 
passengers. A ship may never move on land 
but may enter a friendly or unfortified port. 
A port is counted as a separate square in 
movement. A ship may move along ап 
estuary to reach a port. A ship may never 














enter an unfriendly or neutral port unless 
ordered there by an Event card or attempt- 
ing to besiege it with her passengers. A 
ship which occupies or involuntarily enters 
a neutral port is free to leave in her turn. A 
ship which occupies or involuntarily enters 
an unfriendly port may leave only by 
permission of the player controlling the 
port. 


SEA TRANSPORTATION 


A Noble may combine land and sea 
movement but never in the same move. 

To embark (pick up) a Noble counter, a 
ship must occupy a friendly or unfortified 
port. A ship may embark any Noble 
counter(s) which occupy the square in 
which the port is located at the start of her 
move. The ship then immediately moves 
Out to sea carrying the passengers on 
board. The troop strength of the Noble(s) 
travelling on a ship at sea can never exceed 
the capacity printed on the ship's counter. 
The troop strength of Noble(s) can be split 
between 2 or more ships as long as they 
travel together. 

To disembark (drop off) Noble counter(s), 
a ship must occupy a port. If a ship enters a 
friendly or unfortified port, the passengers 
may be placed anywhere in the square in 
which the port is located. Disembarked 
noble(s) may combat any force in the 
Square. 

For a ship to voluntarily enter and 
disembark Noble counter(s) in a neutral or 
unfriendly port, her passengers must 
participate in a siege of the port. 

Passengers of a ship which involuntari- 
Ју enters a neutral or unfriendly port must 
attempt to besiege it if able. If unable to 
besiege or if unsuccessful in the siege they 
end their move in the port square in the 
open. 

Noble counter(s) cannot stay aboard a 
ship in port. They must be disembarked. 

A ship may embark Noble counter(s) 
only at the start of her move. Disembarka- 
tion of passengers ends her move. 

Royal heirs may accompany nobles to 
sea. 
A ship whose Crown card is returned to 
the Crown deck or which changes owner- 
ship while carrying passengers remains 
under the control of the previous owner 
until the ship next touches port. 


ROAD MOVEMENT 


A Noble beginning his move in a square 
containing any part of a road may travel an 
unlimited distance along it as long as he 
doesn't pass through a town, city or castle 
on the road (symbol printed over the road) 
which he or his faction does not control. In 
this case the Noble must stop in the square. 
If the town, city or castle is not controlled by 
anyone he must end his move at that point. 
If the town, city or castle is controlled by 
another player he may request permission 
to pass through which, if granted, allows 
him to continue road movement, but if 
denied causes him to end his move there. 

Movement on and off a road cannot be 
combined in the same move. 

Any number of Noble and royal heir 
counters may use road movement. 


STACKING 
There is no limit to the number of 


counters which may occupy a square. 
Nobles of the same faction in the same 
square need not be together. Those No- 
ble(s) which are to be together are stacked 
in a single pile and are termed a force. 


TOWNS, CITIES AND CASTLES 


A Noble(s) may end his turn inside à 
friendly town, city or castle in the square 
that he occupies. It costs nothing to enter. 
The counterís) is placed over the symbol. A 
player may allow the Nobles of another 
faction to enter a town, city or castle he 
controls. If à noble occupies a square 
containing one or more friendly towns etc., 
the controlling player must indicate his 
exact location upon entrance into the 
square. There are limitations as to the 
number of troops each town, city or castle 
may hold (see Terrain Key P. 5 ). 


COMBAT 


At the end of his movement phase, å 
Noble may combat any unfriendly Noble or 
force of Nobles occupying the same square. 
He is termed the attacker and the Noble(s) 
that he is attacking are termed the defend- 
er. Å Noble may make only one attack per 
round and only in his turn. A defending 
Noble may never be attacked more than 
once in a turn. 

Any number of Nobles in the same force 
may combine their strength for an attack. 
All Nobles defending in a force must be 
attacked together. Nobles in the same force 
cannot attack or be attacked separately. 
Combat is never required and is always 
voluntary. Ships are never involved in 
combat. 

There are two types of combat: battle 
and siege. 

Battle: 

A battle may be fought only between 
Nobles in the open (not in a town, city or 
castle). Six steps must be followed to 
resolve battle. 


1. The attacking player designates 
which Noble(s) he is attacking and which 
Noble(s) he is using in the attack. 


2. Both players add the total strength in 
troops of their Noble(s) involved. These 
strengths are compared as a ratio (see 
Table of Odds P23). 


3. The attacking player draws the top 
card from the Event deck and refers to the 
lower pink half of the card. 


4a. If the ratio between the two forces 
is equal to or greater than that printed on 
the card, then the larger force is victorious 
and captures all defeated Noble and royal 
heir counters with them. 

b. If the ratio between the two forces 
is less than that printed on the card then the 
battle is considered indecisive and there is 
no victor. 

C. If the result on the card reads "Bad 
Weather Delays Attack," then no attack 
occurs and the Nobles remain where they 
are. 


5. Also printed on the card is a list of 
Nobles killed. All Nobles participating in the 
battle even if indecisive and named on the 
list are killed. Loss of Nobles incurred in this 
manner does not alter the battle or the 
results. The Event card is placed on the 
discard 





Siege: 

Each town, city and castle on the 
gameboard has its own permanent garri- 
son (see Terrain Key P. 5 J. For a player to 
enter a town, a city or acastle not under his 
control, he must capture it by siege 
fexception: Open Towns P.5 ). 

Three steps must be followed to procure 
and resolve a siege: 


1. The attacking player mustallocate as 
many Nobles in a stack to the siege as 
needed to maintain at least an equivalent 
(equal) strength to the garrison of the 
defending town, city or castle. Any Noble(s) 
inside may add their strength to the 
garrison. If more than one player's noble(s) 
are inside, only one faction (defenders’ 
choice) may add to the defense. If an attack- 
ing player cannot collect enough Nobles to 
match at least the defending strength of the 
town, city or castle, he may not besiege it. 


2. The attacking player draws the top 
card from the Event deck to determine if any 
of the participating Nobles are killed. The 
odds ratio is ignored. The Event card is 
placed on the discard pile. 


3. A siege is always successful and the 
town, city or castle plus all Nobles and royal 
heirs inside are captured unless delayed by 
“Bad Weather.” In this case, the town, city 
or castle is termed “under siege.” 


Noble and royal counters inside a town, 
city or castle “under siege” may leave only 
if able to reduce the besieging force's 
strength to less than equivalency. Noble(s) 
inside may sally forth and initiate or join a 
battle against the besieging Nobles. The 
garrison is used in defense only. 

A faction which desires to besiege, 
relieve or enter any town, city or castle 
already "under siege" must first battle the 
original besieger. If successful they may 
either assume the place of the original 
besieger or enter the town, city or castle if 
friendly. 

Any victorious Noble may end his turn 
inside the captured town, city or castle. 

A captured town, city or castle immedi- 
ately becomes controlled by and friendly to 
the faction of the capturing Noble(s) (see 
Transfer P.4 ). 


The attacking player may call off combat 
anytime prior to drawing for a result. Once 
initiated all combat must be resolved. If the 
attacking player draws a free move or writ 
card, he keeps the card and must draw 
again. 


NOBLES KILLED 


When a Noble has been killed either by 
combat or by plague, his counter is 
removed from the board and his card plus 
all awards are returned to the appropriate 
receptacle (either the Crown deck or 
Chancery). All towns, cities or castles 
formerly under his control become neutral 
and any occupants are immediately ex- 
pelled. 


CAPTURE OF ROYAL COUNTERS 


A royal heir is captured by a faction 
when one or more noble counters of that 
faction occupies the same open area of a 
square, town, city or castle as the royal 
counter at the end of their move. If the royal 


counter is accompanied by another player's 
Noble(s) they must all be defeated by 
combat in order to make the capture. A 
captured royal heir may be executed and 
removed from play at any time by the 
controlling player. 

A player may not control royal heirs of 
both royal houses for more than two 
consecutive rounds from point of capture. 
He must either execute or transfer to 
another faction all controlled royal heirs of 
‘one royal house. 


CAPTURE OF NOBLE COUNTERS 


Any Noble(s) captured in successful 
combat may be ransomed back to the losing 
player for some consideration (see Transfer 
and Trade and Gifts P.4 }. A ransomed 
Noble must be returned with any title and 
office cards possessed prior to combat. 

Any Noble not ransomed in the turn of 
capture must be executed and removed 
from play (see Transfer P.4 ). 


PARLIAMENT 


A player controlling the sole King, or 
Chancellor of England if there are two or no 
Kings, has the privilege of summoning 
Parliament. Six steps must be followed to 
summon Parliament. 


1. The King or Chancellor must occupy 
an unfortified town, town or city (not castle) 
excluding Calais or one under siege, which 
is to be the location of the Parliament. 


2a. A "writ" card must be presented to 
another player's Noble summoning him to 
Parliament. More Nobles may be sum 
moned using other "writ" cards (one "writ 
for each Noble to be summoned). 

b. In order for the Chancellor to 

summon Parliament he must also play a 
“Parliament” Card. 


3. Each Noble summoned by a "writ" 
card must immediately move to the Parlia- 
ment location ignoring movement limita- 
tions. 


4. Any Noble not summoned may 
voluntarily move to Parliament ignoring 
movement limitations. 

A Noble may not be summoned nor 
moved to Parliament if on an island or 
Calais unless an empty (friendly or loaned) 
ship(s) is available to transport him to the 
mainland. The ship(s) mustbe large enough 
to support the Noble's troop strength. A. 
ship transporting Nobles to Parliament 
must end its movement at any friendly or 
unfortified port on the mainland. 


5. Тһе player summoning Parliament 
draws from the Chancery a number of cards 
equivalent to the number of Nobles attend- 
ing Parliament. 


6. He must distribute these cards to any 
Nobles (not necessarily at Parliament) 
which have not yet received a title and/or 
office card. Any cards which cannot be 
distributed are returned to the Crown deck. 

The King's Peace forbids any combat in 
the square in which Parliament is held until 
the next turn of the player who summoned 
the Parliament. 


CORONATION 


1. Only the senior surviving member of 
a royal house can be proclaimed and 


crowned King. (see Victory Conditions for 
the order of succession P.4 ). 


2. The senior royal heir to be crowned 
King must occupy a cathedral with one or 
more Nobles possessing either an arch- 
bishop or two bishops cards. 

When the above two conditions have been 
fulfilled the controlling player announces 
that the royal heir has been crowned King. 


VICTORY CONDITIONS 


To win, a player must control the last 
royal heir in the game and he (she) must be 
crowned King. 

There may be two Kings simultaneously 
in play, one from each royal house. At the 
start of play Henry VI is already King. 
Richard of York as soon as he has been 
captured may also be crowned King. If 
either or both should be killed, the next in 
line of succession of either or both houses 
may be crowned King. Below is the table 
indicating the order of succession for both 
houses. 


Line of 
HOUSE OF LANCASTER Î Succession 


King Henry VI 1 
Margaret of Anjou 2 
(Henry's wife) 
Edward, Prince of Wales 3 
(their son) 

Line of 
HOUSE OF YORK f} Succession 
Richard, Duke of York 1 
Edward, Earl of March 2 
(Richard's eldest son) 
George, 3 


Duke of Clarence 

(Richard's third son) 

Richard, 4 
Duke of Gloucester 

(Richard's youngest son) 


A royal heir may not be crowned King 

until all above him in the line of succession 
have been killed. There can never be more 
than two Kings (one from each royal house) 
in play at the same time. 
NOTE: Margaret may be crowned Queen 
Regent after the death of Henry. As Queen 
Regent she assumes all the privileges of 
King. 

Beaufort: 

If all Lancastrian royal heirs have been 
killed, the Noble, Beaufort, may be crowned 
King. In effect he is fourth in line of 
succession in the house of Lancaster. He 
still performs like a Noble in all respects. 

If crowned his faction may not control a 
royal heir of the other house. 

If the last crowned royal heir on the 
board is a Lancastrian, the player control- 
ling him is declared the winner whether 
Beaufort is in play or not. 

If the last crowned royal heir on the 
boardis a Yorkist, the player controlling him 
is declared the winner if Beaufort is not in 
play. 


TRANSFER 


1. Town, ship, bishop and mercenary 
cards (hereafter referred to as transfer- 
ables) allocated to a Noble or royal heir 
counter(s) accompanying a force may be 
transferred voluntarily to any other Noble(s) 
occupying the same square at any time 
provided that the transferred card(s) is not 
utilized in the turn of transfer. The Nobles 
need not belong to the same faction. 


2. Transferables and royal heir coun- 
ters are involuntarily transferred to an 
unfriendly faction if they were awarded to 
or accompanied a Noble captured or 
executed by that faction as a result of 
combat. The transferrables must be distri- 
buted among the victorious Noble(s) imme- 
diately upon transfer. 


3. A town card is involuntarily trans- 
ferred to an unfriendly faction if the town 
named on the card was captured by that 
faction. The transferred card must not be 
allocated to a victorious Noble in this case 
but placed by itself. This indicates that the 
town is controlled by the faction rather than 
a particular Noble. 


4. Noble and title cards (hereafter 
referred to as non-transferables) can never 
be transferred either voluntarily or invo- 
luntarily. If a Noble is executed, his card 
returns to the Crown deck and any awarded 
title card is placed in Chancery. 


5. Office cards are semi-transferable. 
They can never be involuntarily transferred 
but may be voluntarily transferred between 
any Nobles attending Parliament with the 
permission of the player summoning Par- 
liament. 

Any captured town, city or castle may be 
transferred voluntarily by the controlling 
player to another faction as long as at least 
one representative Noble of each faction 
occupies the same square. Ships, towns, 
cities or castles named on a semi-or non- 
transferable may also be voluntarily trans- 
ferred (never involuntarily transferred) to 
another Noble in the same square. The 
parent card cannot accompany the trans- 
fer. It is noted to which Noble the transfer is 
made. If he should be killed or executed the 
control of the transferred town, city, castle 
or ship reverts to the Noble allocated the 
parent card 


TRADE AND GIFTS 


A player may give or trade any ship, 
bishop, town, city, mercenary or writ cards 
not played (i.e., in his hand). The recipient 
may not allocate a traded card to a Noble 
who is involved in combat in the turn of the 
trade. Cards given or traded need not be 
played immediately. 

A ship may be loaned to another faction 
as long as it is moved in only one turn per 
round. 


STOP! Do not proceed any further. You 
have finished the Basic Game Rules. 
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FUNCTION 

delineates various size 
and shaped figures here- 
after referred to as 
squares. 


delineates Wales, Scot- 
land, Devon-Cornwall, 
North of River Tees, 
North of River Trent 


Noble and royal 
counters may embark 
onto or disembark from 
ship 

There are three Islands: 
Douglas, Beaumaris and 
Carisbrooke. 

Same as Island, Town 
and Square in which 
situated defined as 
Calais (not part of 
Continent) 

Parliament may be 
summoned. May be a 
port and/or cathedral. 


Maximum capacity of 
400 troops. Parliament 
may be held. May bea 
port and/or cathedral. 
Maximum capacity of 
400 troops. Cannot be 
controlled. May be a 
port. Parliament may 
be summoned. 
Unlimited capacity. 
Parliament may be held. 
May be a port or 
cathedral. 

Maximum capacity of 
300 troops. 2 Royal 
Castles marked with * 
are used in Advanced 
Game only. May be a port. 
Capacity of 300 troops. 
2 Castles marked with * 
are used in Advanced 
Game only. May bea 
port. 

Coronations may Бе 
held. Parliament may 
be summoned. 

4 border squares be- 
tween Carlisle and Ber- 
wick exclusive. 





EFFECT ON COMBAT 
No effect 


No effect 


No effect 


No effect 


No effect 


No effect 


No effect 


No Combat Allowed 


Same as unfortified town, city, 
town or castle symbol. 


No effect, 
Welsh and Conway Troop bonus 
extends to Beaumaris 


No effect 


No effect 
Cannot be captured or controlled. 
Passengers entering an unfortified 
port must battle any unfriendly 
force within. 

Permanent Garrison of 200 troops. 
Capture by siege only. 


If occupied by unfriendly Noble(s) 
capture by siege. Permanent garri- 
son of 200 troops. 


Permanent garrison of 300 troops. 
Capture by siege only. 


Permanent garrison of 200 troops. 
Capture by siege only. 


Permanent garrison of 100 troops, 
Capture by siege only. 


Same as symbol in which located. 


No effect 


EFFECT ON MOVEMENT 
No effect 


No effect 


Movement ends upon entering. 
Movement into the open is 
made normally. 


see Road Movement P.3 


No effect. 

If not stippled it is not a 
boundary. 

A ship may move along an 
estuary to a port. Noble and 
royal heir counters may not 
cross. 

No effect 


Only ships may enter. 

Ships may enter. Same as 
unfortified town, city, town 
or castle symbol. 





Nobles and royal heirs сап 
enter and/or leave by ship only. 


No effect 
Nobles and royal heirs can 
enter and leave by ship only. 





No effect 


If on a road, may block road 
movement. 


If empty, may enter freely. If 
occupied by unfriendly forces, 
may be entered by successful 
siege only. 


If on a road may block road 
movement. 


If on a road, may block road 
movement. 


If on a road, may block road 
movement. 


Same as symbol in which 
located. 


No effect 


CARD 


1) Untitled 
Noble 


2) Titled 
Noble 


3) Title 


4) Office 


5) Bishop or 
Archbishop 


6) Mercenary 


7) Ship 


8) Town or 
City 
(fortified) 


9) Royal 
Castle 


TYPE 


Noble 
Counter 


Royal Heir 
Counter 


Ship. 
Counter 


Faction 
Counter 


CROWN CARD KEY 


NO. IN 
ILLUSTRATION DECK ALLOTMENT 


14 Basic unit of game. 


9 Basic unit of game. 


8 Maximum of one may be given to 
Noble without title. 


12 Maximum of one may be given to 
Noble with title. 





Troops 


6 Any number may be held by any 
Noble. 


8 Any number may be held by any 
Noble. 


4 Any number may be held by any 
Noble. 


10 Any number may be held by any 
Noble. 


1 May be held by any Noble. 





COUNTER KEY 


ILLUSTRATION NUMBER SYMBOL 
23 Heraldic Shield 


7 Red or White Rose and name. 
8 Ship's name port of origin 
and capacity. 
84 Various symbols 





NOTES 


Does not have title (May be given 
title card). Non-tradeable. Non- 
transferable. 


Has title. (May not be given title 
cord. May be given office card). 
Non-tradeable. Non-transferable. 


Has troops. May have fortified town. 
Non-tradeable. Non-transferable. 


Has troops, towns, city or royal castle. 
May have bonus of extra troops in 
some areas, may have bonus of ships. 
Non-tradeable. May be voluntarily 
transferred in Parliament only. 


Has cathedral town or city. Used for 
coronations. Tradeable. Transferable. 


Gives extra troops. Tradeable. 
Transferable. 


Carries troops on sea. Tradeable. 
Transferable. 


Tradeable. Transferable. 


Tradeable. Transferable. 


NOTES 

Each counter corresponds to one 
Noble card. Counter represents 
strength of Noble plus any troops 
awarded him. 

There is no card for royal counter. 
They cannot move or fight alone. 
Once captured they may never be 
left alone. 

Awarded to a player through cer- 
tain office and ship cards in Crown 
deck. May carry Noble and Royal 
counters åt sea. Ships are never 
involved in combat. 

Seven different sets of 12 avail- 
able. Each player uses one set. 
Counters are placed on towns, 
cities or castles to identify the 
controlling faction. 





CARD 
Plague 


ILLUSTRATION 


Storms 
at Sea 


Raid and 
Revolt 


Embassy 


Parliament 


Writ 


Free Move 





SHORT GAME 


The following three rules may be used 
separately or together to provide a shorter 
game. 


1. Distribution of Crown Cards—During 
the initial deal, distribute all the cards in the 
Crown deck rather than just 36 cards. Each 
player need not play all the cards dealt to 








NO. IN KEY 
DECK COLOR EFFECT 
17 Red/Pink — All Noble and Royal heir 
counters in the town(s) 
or city named are killed 
immediately. Ships in port 
are not affected. 
10 Light Blue/ Every ship at sea must im- 
Pink mediately be moved to the 
closest port. A shipandany 
passengers may be moved 
normally in their turn. 
23 Green/ All Noble counters named 
Pink for themselves or in respect 
of titles, offices, or Bishop 
cards awarded to them must 
move immediately to the 
location named. If unfriendly, 
place in the open. 
6 Dark Blue/ The sole King (ignore if 
Pink 2 or no Kings are in play) is 
moved immediately to the 
location named on the card. 
4 Yellow/ Chancellor must play one in 
Pink order to summon Parliament. 
10 Yellow. Must be given to at least one 
Noble in order to summon 
Parliament. 
10 Yellow. Allows a single counter 


(ship, noble or royal heir) 

one free move. Ship with 

passengers counts as one.A. 
counter may use only one 
free move per turn. 


NOTES 


Plague never strikes Calais or 
castles. 


If more than one port is 
equidistant in squares to the 
ship, controlling player has 
choice of which port to enter. 


Any Royal heir counter (s) 
with the summoned noble 
may accompany him. A Noble 
at sea, on an island, under 
siege, or at Calais cannot respond. 
A Noble called to two or 
more places as a result of the 
Crown card(s) he holds may 
choose where to go. A Noble 
is sent into the town, city, or 
castle named. A ship must al- 
ways respond. Those summon- 
ed may move normally in 
their turn. 

Any Noble(s) with the King 
may accompany him. They 
may move normally in their 
turn, If the King is at sea, on 
an island, under siege, or at 
Calais he cannot respond. 
Only the player whose faction 
has the Chancellor may re- 
tain it if drawn. Once played 
it is discarded. It cannot be 
given away or traded. If the 
noble awarded the Chancellor 
is killed all held Parliament 
cards are discarded. 

May be retained by any player 
drawing one. Once used, it is 
discarded. May be given or 
traded. 

May be retained by any player 
drawing one. Once used it is 
Giscarded. May not be given 
or traded. 


him, though he must display at least one 
Noble card. If, in a rare case, a player does 
not receive a Noble, all the cards are 
reshuffled and redealt. 


2. Setting Out Royal Counters —Place 
Edward, Prince of Wales with Margaret in 
Fotheringhay. Place Richard, Duke of 
Gloucester in Plymouth. 


3. Time Limit—Play may be terminated 
at any time before the condition of Victory 
has been met either by mutual agreement 
or at a pre-designated time. At the point of 
termination each player determines his 
worth based upon his total number of votes 
in both Houses of Parliament (see Optional 
Rule: Parliament P. 8 ). The player with the 
greatest worth is declared the winner. 


OPTIONAL 
RULES 


Any or all of these rules may be added at 
the players’ discretion. These rules super- 
sede any conflicting rules in the Basic 
game. 


INITIAL PLACEMENT 


To insure that no player can be 
enced by another's set-up during the initial 
placement of nobles, each player writes 
down the castles in which his nobles will 
start before setting out the counters. 






COMMISSION 


A writ card now assumes an additional 
function besides its use in Parliament. Asa 
commission, a writ card may be utilized by a. 
player to substitute a Noble or Nobles in his 
faction for any Noble (not necessarily in the 
same faction) responding to a raid or revolt. 
The commissioned Noble(s) must be equal 
to or greater in strength than the specific 
Noble, title, bishop or office card being 
summoned. If a bishop or archbishop card 
without a troop strength has been sum- 
moned by a raid or revolt, the commis- 
sioned Nobles must be equal to or greater in 
strength than the total strength of the 
Noble possessing the bishop card. 

One writ card is used for each Noble 
named on the Event card. 


AMBUSH 


A battle in which the attacking force 
cannot hope to gain at least an indecisive 
result (i.e., the defending force has a ratio of 
4 to 1 or better in troop strength) is no 
longer allowed. An attacking force which is 
too weak to do battle may ambush instead. 
An ambush is conducted in the same 
manner as a normal battle except that only 
the lowermost printed Noble in the “Nobles 
killed section of the Event card” is killed. 
The other noble(s) above him in the "nobles 
killed” section are ignored. As it is required 
for the defender to be at least 4 times 
stronger than the attacker, any surviving 
ambusher(s) are automatically captured by 
the defender. “Bad Weather’ postpones an 
ambush. 

Noble(s) in a town, city or castle cannot 
be ambushed. 


TOWN FIGHTING 


This is a fourth type of combat and 
occurs only in the following three situa- 
tions: 

1. A Noble or Nobles inside a town, city 
or castle which has become neutral. 


2. A Noble or Nobles forced into an 
unfriendly or neutral port which they are 
unable to besiege. 


3. Two forces in combat and both 
occupying the same town, city or castle. 

Town fighting is always resolved as a 
battle. In situations 1 and 2, the affected 
Nobles must attack the garrison plus any 
unfriendly Noble(s) inside in their turn. If 
successful they capture the town, city or 
castle. If unsuccessful they are captured 
(and executed if in a neutral town, etc.). If 


the result is indecisive they are immediate- 
ly expelled into the open. 

In situations 2 and 3 player controlling 
the town, city or castle may choose to attack 
the unfriendly noble(s) inside. This may be 
done with the garrison and any of his forces 
inside and/or moved into the town, city or 
castle. This attack frees the affected 
noble(s) from his obligation to attack in his 
turn. 

BISHOP CARDS 


Bishop card(s) allocated to a killed or 
executed Noble are no longer returned to 
the Crown deck or transferred but are 
placed in Chancery. They become non- 
transferable. 

OPTIONAL PARLIAMENT 


Optional Parliament is procedurely 
identical to that in the Basic game but with 
the following additions. 


1. Players must determine the num- 
ber of votes their faction controls in both 
the House of Commons and the House of 
Lords using the following table. All votes in 
Commons are counted as long as the 
possessing Noble or controlled royal heir is 
on the board whether in attendance or not. 
Noble or royal heir counters voting in Lords 
must be in attendance. 

Parliamentary votes are printed on the 
appropriate Crown cards under the heading 
Commons for House of Commons and 
Lords for House of Lords. Town and City 
votes are not placed on the title, office and 
bishop cards but must be counted on the 
board. Use of faction counters to identify 
controlled or captured towns and cities will 
facilitate this process. 


2. The proposed recipient of a title or 
office card must be approved by both the 
House of Commons and the House of Lords 
for him to receive the card. Approval or 
disapproval in either House is decided Бу 
the most votes (a tie results in disapproval). 


HOUSE OF COMMONS 
E Heirs Votes 
Senior Lancastrian 10 
“Senior Yorkist 100 
Offices 
Chancellor of the Duchy 2 
of Cornwall 
Constable of the Tower 3 
of London 
` Warden of the Cinque Ports 5 
Towns and Citi 





Each controlled or 

captured town lexcept Calais, 
Swansea, open town) 

Nobles 


Percy 2 
ESIC 3 aa 
Mowbray 2 


Total 156 





3. The proposed recipient of a bishop 
card (see Optional Rule “Bishop Cards”) 
needs the approval of the House of Lords 
only. 


4. The player summoning Parliament 
may propose one recipient for each card 


disapproval in either the Commons or the 
Lords are given for distribution to the next 
player in the following order: 


a. Player whose faction controls the 
largest total vote in both Houses; 

b. Player whose faction controls the 
second largest total vote in both Houses; 

c. Player whose faction controls the 
most town votes. (This includes the Warden 
of the Cinque Ports who has 5 town votes). 


A player may be able to propose 
recipients more than once if he meets more 
than one of the requirements. 


5. Bishop cards may be allocated only 
by the player summoning Parliament, He 
may propose recipients for these bishoprics - 
as often as he wishes. 


6. A player receiving an office or 
bishopric in his faction may not utilize its 
vote (if any) in the Parliament in progress. 


7. If Parliament is summoned during 
the two round period of grace in which a 
player may control senior royal heir coun- 
ters of both royal Houses, he must count 
votes for the counter of one House only. He 


determining votes those of the unfavored 
House are considered executed (i.e., cannot 
be counted at all). 

8. Offices and titles which cannot be 
allocated are placed in the Crown deck. 
Bishoprics which cannot be allocated are 
returned to Chancery. 


HOUSE OF LORDS 


Royal Heirs Votes 


Senior Yorkist 10 


Nobles 


Mowbra 4 


| 


Beaufort 3 


Stanley 2 
afford 


itzalan 


| 


Bishops 


Archbishop of York 


| 


Bishop of Carlisle 


 ABihopoflinol | 2 
Bishop of Norwich 2 
Total 82 


9. Proposed recipients need not ac- 
cept the title, office or bishopric being 
offered to him. If refused, the awarding 
player may choose another recipient. 


10. If during a Parliament there are two 
crowned Kings in play (not necessarily 
attending Parliament), a vote is taken for 
Parliamentary support for one before any 
other business is begun. Support is deter- 
mined by the most votes in both Houses 
This supported Crowned royal heir must act 
as sole King in A// respects upon conclusion 
of Parliament until his voted support is lost 
in a subsequent Parliament. If support is 
not given to either Crowned royal heir, 
neither can act as the sole King. 


RETURN FROM PARLIAMENT 


All nobles in play may return to their 
home castles (printed on Noble card), 
ignoring movement restrictions, immedi- 
ately upon conclusion of Parliament. A 
player may demand that all players secretly 
record which of their Nobles if any are 
returning and to which home castle before 
any actual movement takes place. 


ALLIANCE 
Different factions may ally without 


DESIGN 
CREDITS 


Historical Research & Design: Andrew 
McNeil 


Game Development: Don Turnbull, 


THE GENERAL 


Now that you know how to play the game, 
the next problem is probably who to play it with. 
We can help you with that problem and many 
others only through your subscription to our 
bi-monthly gaming journal, the GENERAL. In 
the GENERAL you'll not only readall there is to 
know about this game, but will also learn about 
our dozens of other exciting simulation games of 
skill. Every 2 color, thirty: page issue is 
jammed full of professional articles on the 
strategy and tactics of Avalon Hill gaming. Look 
and see what the GENERAL offers: 

FREE ADVERTISING: Our Opponents- 
Wanted Column allows you to advertise free of 
charge for opponents, discontinued games, or 
competition of any sort. Each issue contains 
hundreds of ads which are read by our many 
readers nationwide. The fastest way to find an 








restriction for purposes of both offense and 
defense. The following rules must be 
enforced to form and continue an alliance. 


1. An alliance may be formed by two 
or more factions at any time. The allying 
factions must announce the alliance. 

All Nobles of the allying factions are 
considered allied. Allies can never attack 
one another. 


d Nobles in the same square 
e their forces for combat 
and/or for movement. 





3. Allied Nobles together for comba- 
tive and/or movement purposes must 
choose a commanding Noble in the faction 
of the player who will control them (place 
all allied Noble cards and awards together 
under the commander). The player control- 
ling the commander may move and/or fight 
these Nobles in his turn. Nobles under a 
commander need not stay together though 
they still remain under his control. A new 
commander may be chosen at any time the. 
involved Nobles are in the same square. Ifa 
commander is killed or executed, move- 
ment and combat of the Nobles under 
his command reverts back to the controlling 
players until a new commander is chosen 


о о о 


Charles Vasey, Dick Appleton, Steve Dou- 
bleday, Steve Jackson, Dave Rotor, Melvyn 
Bragg, David Elstein. Tony Firth, Philip 
Whitehead, Don Greenwood 


Rules Development & Expansion: Mick 
ом! 


Artwork: W. Scott Moores, Tom Shaw, 
Randy Reed, Don Greenwood, Philmar Ltd. 


opponent for this game, whether it be across the 
street or the Atlantic Ocean, is in the pages of the 
GENERAL. 

GAME DESIGN: Wonder why this game was 
designed the way it was? Read the GENERAL 
and find out! Our regular DESIGN ANALYSIS 
column features explanatory treatises by our 
designers. Only here can you find ready-to-play 
variations, new scenarios, and perhaps even more 
counters for this game. 

QUESTIONS ANSWERED: In our Question 
Box you'll find the only official source of rules 
interpretations and changes for this and our other 
games. 

PRODUCT REVIEWS: Interested in other 
Avalon Hill games? Check them out in the 
Reader's Buyers Guide. The RBG is a game 
review compiled by our subscribers at large — the 
people who play the games. Realism, complexity, 
Play-balance, and excitement level are only a few 


4. An alliance may be terminated at 
any time by any one of the allying players. 
One round of peace between the former 
allies must be enforced from the point of 
termination. They may not attack one 
another during this round. 


5. Division of spoils is decided by the 
player controlling the commander. A Noble 
or royal heir under a commander may use a 
free move card as long as the player 
controlling his faction provides the card. 
IMPORTANT: No counter (Noble, royal heir 
or ship) can ever move or attack in more 
than one turn in a round. 


OPTIONAL TRADE 


For those players who desire unlimited 


wheeling and dealing allow all cards held in 
the hand to be tradeable. 


OPTIONAL VICTORY CONDITIONS 


The player who can obtain a majority 
vote (half the total vote plus one) in the 
House of Commons and the most votes in 
the House of Lords to support a Crowned 
royal heir under his control as the one and 
only King of England is declared the win- 
ner. 


Components Design: Mick Uhl, Philmar 
Ltd. 


Playtesting: George Uhl, Wes Coates, Al 
Bizasky, Richard Hamblen, Bill Alpert, Dave 
Peters, Paul O'Neil, Dale Wetzelberger 


Printing: Monarch Services Inc. 
Type Setting: Colonial Composition 


of the categories rated in the RBG. 

WHAT'S HAPPENING: Like to know what's 
going on in the gaming hobby? Each issue 
contains an installment of the ”Avalon Hill 
Philosophy” where we announce the new games, 
discuss possible new titles, and generally keep 
you informed. In addition, the INFILTRATOR'S 
REPORT keeps you posted on tournaments, 
conventions, club news, and unusual happenings. 





VALUE: In every issue you'll find a coupon 
worth $7.00 towards the direct mail purchase of 
all Avalon Hill products. All of this for only 
$7.50. How can you lose? If you're convinced, 
send $12.00 for a 2 year subscription and save 
$3.00 off the regular price. 

Since its inception in 1964, the GENERAL 
has stood the test of time. Increase your enjoy- 
ment of this and other Avalon Hill games 
many-fold with a subscription. 





ADVANCED 
GAME 


INTRODUCTION 


The Advanced game introduces new 
concepts which increase both the complex- 
ity of the Basic/Optional game and the 
number of play options available to each 
player. 

All Basic game and Optional rules apply 
except where noted otherwise. In cases 
where there is a conflict in the rules, the 
Advanced game rule a/ways takes preced- 
ence. 


COMPONENTS 


All Event cards, Crown cards, counters 
and board sections marked with an asterisk 
in the upper right corner are now usable. 
Their functions are detailed in the Ad- 
vanced Game Components Key (P.12). 

A pair of dice will need to be supplied. 


PREPARE FOR PLAY 


1, All Advanced Event cards are shuf- 
fled into the Event deck. All Advanced 
Crown cards but the two Plantagenet Noble 
cards, the French Aid Mercenary card and 
the two King's Pardon cards are shuffled 
into the Crown deck. 


2. Distribute the Crown cards as de- 
scribed in the Basic game. After the deal, 
the French Aid card and the King's Pardon 
cards are shuffled into the Crown deck 
available for draw in the Crown Deck 
Phase. 


SETTING OUT ROYAL COUNTERS 


The starting locations for the royal heirs 
have been rearranged somewhat and 2 
locations have been added. 


HOUSE OF LANCASTER e 

Henry VI—in London 

Margaret of Anjou—in Coventry 
Edward, Prince of Wales—in Kenilworth 


HOUSE OF YORK €53 

Richard, Duke of York—in York 
Edward, Earl of March—in Harlech 
Edmund, Earl of Rutland—in Ireland 
George, Duke of Clarence—in Cardigan 
Richard, Duke of Gloucester—in Calais 








Edmund, Earl of Rutland is the third in 
the line of succession in the House of York 
after Edward, Earl of March. 


ADVANCED BATTLE 


This system of battle differs from that of 
the Basic game in order to provide a greater 
variety in the outcomes of battle and to 
present a greater emphasis toward the 
individual conduct of the battle. 

The procedure for each battle must be 
followed in the sequence presented below. 


1. The attacking player draws the top 
card from the Event deck to determine 
whether “Bad Weather” has postponed the 





attack. A// other information on the card is 
ignored. If the attack is not postponed 
continue to step 2. 


2. All Noble and royal heir counters 
involved in the battle are removed by their 
respective owners to a convenient open 
area off the mapboard. A note is made of 
the square which they occupied to prevent 
misplacement of the counters upon their 
return. 


3a. The defending player deploys his 
Nobles into battle formation 

b. The attacking player deploys his 
Nobles into battle formation opposite the 
defending battle formation. 


4. Odds are determined for each indi- 
vidual encounter that the attacker wishes 
to initiate. 


5. The attacking player draws an Event 
card for each individual encounter that he 
initiates. Results are determined as de- 
scribed in the Basic game. The victory ratio 
may be modified by defensive position or by 
leadership. The “Nobles Killed” section is 
ignored—rather the “Nobles Killed” Table 
(P. N J is utilized. 


6a. The attacking player may move any 
or all of his Nobles or royal heirs in battle 
formation to an adjacent position. 
b. The defending player may move any 
or all of his Nobles or royal heirs in the 
battle formation to an adjacent position. 


7. The defending player may counter- 
attack following steps 4 and 5. He now 
becomes the attacker. A round of battle has 
been completed. 


8. Steps 6 and 7 may be repeated by 
each player in turn for as many rounds as 
needed to accomplish either of these two 
conditions: 

a. All Nobles of one side have been 
either captured or killed. 

b. A round of battle has been complet- 
ed in which no attack is made. 


Battle Formation 


Nobles must deploy into specific loca- 
tions in battle formation. Each formation is 
divided into two rows of three columns plus 
a reserve stack. 


1. Battle line—The first row of Nobles 
who are to receive the brunt of the fighting. 


2. Secondary line—The second row of 
Nobles immediately behind the battle line. 


3. Reserve—A stack of Nobles who 
cannot, or who the owning player desires 
not to, occupy å position in either the battle 
or secondary line. 


Nobles may be stacked in reserve. They 
may not be stacked in the battle or in the 
secondary line. 


Deployment 


1. Thedefending player must deploy his 
Noble counters into battle formation in the 
manner described below. 


a. A minimum of one Noble to a 
maximum of three Nobles are placed in the 
battle line. At least one Noble must be in the 
battle at all times. All Nobles in the battle 
line are face-up. 


10 


b. A Noble may be placed in the 
secondary line, face-down, in each column 
occupied by a Noble in the battle line. He 
must always be placed behind a Noble in 
the battle line. 

c. Noble(s) not placed in either the 
battle or the secondary line are placed in 
the reserve face-down. 

d. Each royal heir accompanying the 
Noble(s) must be attached to one particular 
Noble of choice. He is stacked with this 
Noble in the same facing. 

2. The attacking player deploys his 
Nobles into formation in the same manner 
as the defending player. His formation is 
placed across from the defender's forma- 
tion and facing it. 
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Detender 


Column 


Individual Encounter 


An attacking player may attack any 
noble in the battle line opposite a noble in 
his battle line. He is under no obligation to 
attack and can choose which noble(s) he 
does wish to battle. 

Each defending Noble in the battle line 
facing an attacking Noble must be attacked 
separately. Each attack is termed an 
encounter and is resolved individually 
using the battle procedure outlined in the 
Basic game with one exception. A “Nobles 
Killed” Table is substituted for the “Nobles 
Killed" section of the Event card (see P. ). 

The procedure for determing the partici- 
pants for each individual encounter is 
performed as follows: 


1. Those opposing Nobles in the same 
column and in the battle line may only 
battle one another. 


2. A Noble in the secondary line and in 
the same column may join into the encoun- 
ter. 


3. An unopposed Noble or one not 
attacked in a different column may join into 
the encounter if it is the closest or one of 
the closest to him. 


4. A Noble or Nobles battling in a 
different column may strip off troops from 
their strength to join into the encounter if 
he qualifies under the following 2 condi- 
tions: 


a. It is the closest or one of the closest 
encounters to him. 


b. He maintains at least a 2 to 1 
superiority in strength ratio in his own 
encounter. All Nobles involved in combat 
must be shown face-up. 


5. Each individual encounter is re- 
solved separately. A "Bad Weather" result 
is considered an indecisive encounter. 
Those Noble counters killed or captured are 
removed immediately from the battle 
formation. A Royal heir accompanying a 
killed or captured Noble counter is himself 
captured. A Noble cannot be recaptured 
until all Nobles of the capturing force have 
been themselves killed or captured. Cap- 
tured Nobles may be executed at any time 
by a Noble of the capturing force before this 
occurs. Exchange of captured Noble(s) 
and/or royal heir(s) may also occur at any 
time. 


Battle Movement 


1. A Noble in a battle or secondary line 
may be moved to any adjacent position 
(including diagonal movement). 


2. A Noble in the battle line cannot be 
moved to the reserve. A Noble in the 
secondary line may be moved to the re- 
serve. 


3. A Noble in the reserve may be moved 
to any position in his battle formation. 


ваше 





5. A royal heir may reattach himself to 
any other Noble in the battle formation. 
Remember: A Noble may not be placed or 
remain in the secondary line if there is no 
Noble in the same column in the battle line. 


DO 
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Encounter Modifications 


reserve 


1. The original defender always adjusts 
the encounter ratio one step in his favor 
(ie. 3 to 1 becomes either 4 to 1 or 2 to 1), 
in every encounter in which his Nobles are 
defending. 





4. Nobles may transfer positions 2. A royal heir or heirs accompanying a 
among themselves if adjacent. Noble or Nobles in the battle line may adjust 
NOBLES KILLED TABLE 


the encounter ratio one step upwards or 
downwards in the controlling player's favor 
for all encounters along the battle line. 


3. Opposing modifications will cancel 
out one another on a one for one basis. 


4. Modification can never be greater 
than one step. Even if a player is able to 
qualify for a two step modification, he gains 
just one step. 


Disposition of Nobles After Battle 


Upon conclusion of the battle, all 
surviving Noble and royal heir counters are 
returned to the square that they occupy. 


Ransom and Execution 


A Noble to be executed cannot transfer 
his transferable Crown cards involuntarily 
to the capturing faction. If executed “ай! 
awards are returned to the Crown deck or 
Chancery. He may voluntarily transfer all 
transferables for ransom. 


REVISED ALLIANCE 


The one round period of peace is 
deleted. Instead allies may terminate the 
alliance and attack each other or anyone 
else in the same round. Former allies may 
also move in one turn and attack in another 
in the round of alliance termination though 
they still may not move or attack in two 
turns of the same round. 


This table supersedes and amplifies the “Nobles Killed” section on the Event card. A pair 
of dice is needed to utilize the table. 


REASON 


WHO AFFECTED 


DICE RESULTS 


DISPOSITION 





Each encounter 
or Siege 


Ambush 


Each Noble of smaller 
force 


Each Noble and royal 
heir in the target force 


2,3012 


20r12 


Noble killed 


Noble or royal 
heir killed 


Plague 


Each Noble and/or royal 


2 through 7 









heir in the afflicted town(s) 
nd/or city 


For every titled Noble or Crowned royal heir killed or executed, the former controlling 


Noble or royal 
heir killed 


player moy roll a pair of dice to determine whether the succeeding heir is loyal to the same 


faction. 


LOYALTY TABLE 


WHO AFFECTED 


DICE RESULTS 





2. Nobles or royal 
heirs killed by plague 
or Raid and Revolt 


2 through 5 


1 


DISPOSITION 


Noble returns to 
former faction (may 
be replayed at any 
time). Crowned 
royal heir remains 
in the same square. 
All awards are lost. 


ADVANCED GAME COMPONENTS KEY 


Terrain Key Function 

Feature 

Ireland Place of refuge 
Continent Place of refuge 
Scotland Decorative function 


only. 


ADVANCED GAME EVENT CARD KEY 


Effect on Combat 


No Combat Allowed 


No Combat Allowed. 


Effect on Movement 


Unlimited port 
facilities along 
coast. 

Unlimited port 
facilities along 
coast. Land move- 
ment allowed be- 
tween Continent 
and Calais. 


Entry not allowed. 


No. in Color 
Card Deck Key Effect Notes 
Mercenaries 3 Black/ Causes named mercenaries in play to 
go home Pink be immediately returned to the bottom 
of the Crown deck. 
French 1 Green/ If Captain of Calais or a commissioned If Calais is lost to the Continent, the Captain 
Siege Pink substitute(s) of 50 troops minimum of Calais office card is immediately removed 
are not available, Calais becomes a from play. 
permanent part of the Continent. 
Revolt in 2 Green/ (Duke of York to Stokestay) is added Part of the basic game deck 
Wales Pink to the instructions. 
Parliament 2 Yellow/ Parliament is summoned immediately Player drawing the card may continue his 
must be Pink to a location which the player who turn after Parliament. If this Parliament is 
summoned. drew the card chooses. Ignore if there summoned when Henry is sole King. The 


is just one King in play unless it is 
Henry. Parliament still must be sum- 
moned if Henry is sole King. 


ADVANCED GAME CROWN CARD KEY 


Card 

Duke of 
Lancaster and 
Duke of York 
(titled Noble) 


French Aid 
Mercenary 


King's Pardon 


No. in 
Deck 
2 


Allotment 
Immediately given to the faction which captures 
the first in succession of the арргорі royal 
house. May be allocated offices, etc. It need not 
be played immediately. When played, the 
appropriate noble counter is placed in one of 
the castle(s) named on the card. 








May be allocated to a Noble in Calais or the 
Continent only. It allows unlimited naval trans- 
port to controlling faction one way from Calais 
or Continent to England, Ships are not pro- 
vided. 


Used to prevent a captured noble from being 
executed. The pardoned noble is released from 
capture and returns to his faction with all of his 
awards. (May be used at any time regardless of 
number of Kings in play). Counter remains in 
position. 
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player controlling the most votes (excluding 
the Kings vote) in both Houses gets the King's 
vote in Commons. The player controlling 
Henry loses this vote. (Henry is considered 

to be temporarily incapacitated). 


Notes 

If the royal heir first in succession is Killed the 
card plus all awards is given to player who controls 
next in line or next successor when captured. 

The counter remains in position. If noble himself is 
killed he is immediately returned to the faction 
controlling the proper royal heir, but all awards 
are lost. Neither noble has any vote in either house 
of Parliament. 

Can never be transferred but may be traded. It can 
‘only be used once in an attack or siege. Afterwards 
if is immediately returned to the bottom of the 
Crown deck. 


Held in hand until used. Once used it is placed in 
Chancery. During Parliament most votes in both 
Houses determines whether it returns to Chancery 
or the Crown deck. Tradeable. 





Crown Card Distribution 
In a four player game, each player was dealt nine cards. 


Player A 
Deal 


Player A separates and places in front of him his two Nobles, Neville and Greystoke. He has two titles but can only allocate one 
as Neville is already titled. He chooses to give the earl of Richmond, the more powerful office, to his untitled noble, Greystoke. The 
Mitle, вап о! Salisbury, must be placed, face down, in Chancery. Both of his Nobles are now titled and each can receive one office. 
With three offices available, Player A must lose one to Chancery. He chooses to give to Neville, his more powerful Noble, the 
Chancellor of England and to Greystoke, the Marshal of England. The Chancellor of the Duchy of Cornwall follows the earl of 
Salisbury to Chancery. Although Player A may seem to be better served by giving the Marshall to Neville. This office's strength is 
deceptive for the Noble awarded it is frequently removed from the scene of action to quell raids or revolts in the kingdom. The 
remaining mercenary and town cards may be allocated, in any combination, to either or both Nobles. Player A decides to allocate 
the town to Neville and the mercenary to Greystoke. 





Player B 
Deal 





j r 5 ; аи Ky х 
Receiving just one Noble, Roos, Player B must allocate to him as many of his cards as he can. Of the two titles available, he gives 
him the earl of Westmorland, the more powerful title, and he loses the duke of Exeter to Chancery. The one office, Warden of the 
Cinque Ports can be given to Roos now that he had been titled. The remaining cards, having no allocation restrictions set upon 
them, can all be given to Roos. 





Player C 
Deal 








Result of Distribution 


Troop Strength 





Troop Strength 60 Troop Strength 10 


to Chancery 





Player C has been dealt three untitled Nobles and just one title. Only the Noble allocated a title can be allocated an office. Player 
C must think ahead. He has a very powerful office, the Chamberlain of the County Palatine of Chester, and he would like to allocate 
it to a Noble who can gain the greatest advantage from it. Herbert who has a castle in Wales seems to be the most promising 
candidate. He is allocated the title and the office. The remaining office, Treasurer of England, is sent to Chancery, The two 
mercenaries and one town card are allocated to Hastings and Herbert. Player C, desiring not to dissipate his strength, has left 


Scrope without any awards. 


Player D 
Deal 


Result of Distribution 


Troop Strength 30 Troop Strength 40 Troop Strength 80 






Player О has received two titled Nobles, one untitled Noble and, fortunately, one title. He cannot allocate the title to Beaufort or 
Fitzalan for they are already titled. But by allocating the earl of Worcester to Bourchier, Player D has available, three titled Nobles, 
all of whom are eligible to receive an office. With but one office and a mixed blessing at that (the Warden is the second most 
summoned office in the Event deck), Player D chooses to allocate it to Fitzalan, the least powerful of the three. The remaining Crown 
cards can be distributed in any manner. Player D allocates his two bishop cards to Beaufort, available for coronation, in case 
Beaufort should become first in line of successsion. NOTE: All cards in the deal were either allocated to a Noble or placed in 
Chancery. No player can hold a card of the initial deal. 


Movement 


Player A wishes to move one of his 
Nobles, Neville, situated in Bristol to the 
friendly port of Dover where the ship, Le 
Michael, is stationed to transport him to 
Calais and, thence, to another friendly port, 
Berwick. 

Immediately, Player A must make a 
decision, whether to move Neville overland 
or by road. Certainly the most advanta- 
geous route would be by road which allows 
Neville to arrive at Dover in one move but 
there is one qualification. Oxford, Walling- 
ford and London each block the road and 
must either be friendly to Neville's faction 
or under the control of another player 
willing to allow Neville passage through. 
Unfortunately, Wallingford is neutral and 
so it is impossible to proceed further than 
that square in his move. Berkeley and 
Canterbury also block the road but, being in 
the entry and exit square, respectively, 
cannot prevent Neville from entering or 
leaving the road in those squares. Remem- 
ber, a Noble may enter a road at any point in 
the entry square and exit the road at any 
point in the exit square. 

Player A decides to move Neville 
overland through the Oxford and St. Albans 


Squares into the London square. This is his 
five square move for this turn. Although 
Player A has a "Free Move" card, he 
refrains from playing at this time. 

Fortunately, in the ensuing round 
Neville has been unmolested and is ready 
to continue in Player A's next turn. Neville 
reaches Dover with 2 squares remaining in 
his move. He is not allowed to continue out 
to sea but must wait at the port until the 
start of his next move. Player A decides that 
this is an opportune time to utilize the "Free 
Move.” Both Neville and Le Michael start 
the move in port and so fulfill the require- 
ments to embark and move out to sea. Ата 
troop strength capacity of 100, Le Michael 
is just large enough to transport Neville's 
strength of 100 troops. Although two 
counters are being moved, only one “Free 
Move" need be played since Neville is 
moving as a passenger. 

Calais is easily reached being just two 
squares from Dover. Normally, if Calais 
were unfriendly or neutral, Neville could 
not land there, being too weak to besiege 
the port; but ina previous turn, Player Ahad 
sent Percy, another of his Nobles, who with 
his awards had a total troop strength of 200 
to besiege Calais. The siege was successful 
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though, unfortunately, he had been killed in 
the process. Even so, Calais is considered 
captured and friendly to the faction. Neville 
is free to land and capture Richard, duke of 
Gloucester, who is still inside. At this point, 
Neville ends his move 

In his next turn, Player A is ready to 
embark Neville, joined by Richard who 
must now accompany at least one Noble of 
ihe faction at all times. He moves Le 
Michael with the passengers the full 
movement allowance to the square that is 
1wo squares east of Berwick. From here, Le 
Michael can move to Berwick if forced to 
port by storm 

During the ensuing round, Player A 
hopes for just that but is disappointed until, 
on the last chance, he, himself, draws a 
"Storms at Sea" Event card in his turn. He 
immediately moves Le Michael to Berwick, 
the closest port of his choice. Neither 
Neville nor Le Michael are prevented from 
moving in the movement phase because 
movement as a result of directions of an 
Event card does not affect regular move- 
ment. Neville has reached his destination 
and decides to end his move here. Player A 
moves Le Michael five squares back toward 
Dover 


Combat 


A force composed of the following Nobles of Player B's faction enters the 
Coventry square. 





Troop Strength Troop Strength Troop Strength Troop Strength 
80 170 50 10 


In his hand, Player B holds: 





These cards have been drawn during the previous Crown Deck Phases but were 
retained in the owner's hand and, as of yet, have not been played. 

In the Coventry square are situated three separate forces controlled by two other 
players. Player C controls two forces. One in the open and comprised of: 





Troop Strength Troop Strength Troop Strength Troop Strength 
120 80 60 10 
and accompanied by Henry VI. Another in Coventry and comprised of: 





Troop Strength 100 
and accompanied by Edward, Prince of Wales. In his hand, Player C holds: 





Player C could have concentrated the whole force in Coventry but he preferred 
keeping the bulk of his force in the open away from the danger of plague. 
Player D, also, has a force occupying the Coventry square in the open. 





Troop Strength Troop Strength Troop Strength Troop Strength 
60 130 50 10 


In his hand, Player D holds: 


DTE UA 





Player B has three separate targets 
which his force may attack. To capture 
Scrope and Edward, Prince of Wales, he 
must besiege Coventry. The garrison 
strength is 200 which with the troop 
strength of Scrope combines for a total 
defense of 300. Player B has more than 
enough troops to match this strength and 
conduct the siege but he must always keep 
in mind that Player C can add cards from his 
hand to Scrope. The probability that the 
siege might fail is but 1 in 6 which is the 
probability that a "Bad Weather Delays 
Attack" result would be drawn. 

An attack on Player C's force in the open 
has less chance of success. It would have to 
be waged as a battle. The ratio of troop 
strength of the two forces is 310 to 270 
which reduces to less than 5 to 4, the 
minimum odds for a successful attack. 
Player B knows that he can readjust these 
odds by allocating cards from his hand to 
Nobles of his force; but, even if he added 
both the office and the mercenary, he could 
only readjust the ratio to 5 to 4 in his favor. 
This has just a 1 in 6 chance for success. If 
Player C is able to allocate, by awards, 40 
troops from his hand to his force, he can. 
readjust the odds back below 5 to 4. This 
attack appears to be very unfavorable. 

The remaining attack open to Player B 
would be a battle against Player D's force 
also in the open. The ratio of troop strength 
between these two forces would be 310 to 
250 again below 5 to 4. With the additions 
from his hand, Player B can raise the ratio 
to 380 to 250 or 3 to 2 in his favor. This is 
still highly risky with but a 1 in 3 chance for 
success, but it is a 200% improvement over 
the other battle. Player B, again, must keep 
in mind that Player D may be able to add 
cards from his hand to his force readjusting 
the odds in an unfavorable direction. 

Of Player B's three choices of attack, the 
siege is most likely to succeed; but, for 
purposes of illustration, a recreation of all 
three attacks will be described. 

Player B decides to besiege Coventry. 
Counting the troop strength for both the 
attacker and defender, he has 10 troops 
more than is necessary to match the 300 
troops defending the town. He can leave 
Howard, with a troop strength of 10, out of 
the siege protecting him from death if his 
name should appear in the "Nobles Killed” 
section of the Event card. He decides not to, 
though, in case Player C should increase 
Scrope's troop strength with a Crown card 
from his hand. Of course, Player C cannot 
add the duke of Exeter, the only card in his 
hand, to Scrope as he is already titled but 
Player B does not realize this. 

Player B draws an Event card and 
checks the combat results section, ignoring 
the instructions and the ratio of victory. As 
fate would have it, the two Nobles killed are 
Audley and Howard. Audley is not involved 
in the conflict and, therefore, is not 
affected; but Howard is. His counter is 
removed from play and his Noble card is 
placed at the bottom of the Crown deck. If. 
he had any awards, these too, would be 
returned to the Crown deck or Chancery. 

Before the Event card was drawn, 
Player C had the opportunity to execute. 
Edward, preventing his capture, but cannot 
do so subsequently. The moment that the 
result of combat is determined, the losing 
Side no longer has control of any captured 


royal heirs. 

As a result of the successful siege, both 
Edward and Scrope are captured. Player B 
decides to keep and support Edward for the 
throne. Scrope, he offers back to Player C 
for ransom, Player C cannot trade the title 
in his hand but offers to transfer the control 
of London, awarded to Mowbray who is in 
the same square, to Player B. This is 
accepted and Scrope with his title and 
office remains in Player C's faction. His 
counter stays in the Coventry square in the 
open, apart from Player C's other force. 
Coventry is now under the control of Player 
B's faction. If the identifying Town card is in 
play, it should be given immediately to 
Player B. In any case, a faction counter can 
be used to identify the town as being under 


his control. When the Town card is drawn, , 


it should be given immediately to Player B. 
Town cards of captured towns are always 
placed by themselves indicating that they 
are under the control of the faction and not 
a specific Noble. 

In the battle against Player C's force in 
the open, Player B decides to add the 
Chancellor of the Duchy of Cornwall office 
to the titled Noble, Grey, changing the 
original battle, ratio of 310: 270to 360: 270 
(reduced to 5 to 4 rounded down). Player C 
adds the duke of Exeter to Herbert readjust- 
ing the ratio a second time to 360 to 290 or 
less than 5 to 4. Player B has no choice but 
to allocate the Scots Archers Mercenary 
card to one of his four nobles. In this case, 
he gives the card to Howard. This readjusts 
the ratio a third time up to 380: 290 which 
is 10 more than is needed to gain a 5 to 4. 
Player C isunable to readjust the ratio as he 
holds no other Crown cards in his hand and 
the 5 to 4 ratio stands. For Player B to win 
the battle, he must draw a 5 to 4 victory 
ratio on the Event card. Player C, recogniz- 
ing the slim chance of success, chooses not 
to execute Henry. 

Player B draws an Event card which lists 
4-1 as the ratio for victory and Clifford and 
Courtenay as the Nobles killed. The battle is 
indecisive since the victory odds, 4 to 1, is 
greater than the troop strength ratio, 5 to 4, 
of the battle. One of the two Nobles named 
in the “Nobles Killed” section, Courtenay, 
is participating in the battle and is killed. His 
counter is removed from the board, his 
Noble card is placed under the Crown deck 
and his office is placed on the Chancery 
pile. Although the result of this battle was 
indecisive, Player B was fortunate to 
weaken the strength of Player C's faction 
through the death of Courtenay. 

In the third attack, Player B battles the 
force controlled by Player D. By allocating 
the Chancellor of the Duchy of Cornwall to 
Grey and the Scots Archers to anyone of 
the Nobles, he will be able to increase his 
troop strength to 380 giving him a 380 to 
250 advantage in troop strength ratio. This 
is enough to guarantee a 3-2 odds in his 
favor. Player D decides to lower this ratio by 
allocating the ear/ of Worcester to Stanley 
and the Chancellor of England to Beaufort 
This increases the troop strength of his 
force to 330, more than enough to reduce 
the strength ratio to below 5 to 4. Player B. 
seeing that he hasn't enough strength to 
acquire the minimum ratio for victory, calls 
off his attack instead. He cannot transfer 
his attack to one of the other two forces and 
must be content with no combat. 





Parliament 


Player D has moved a noble of his 
faction to Hereford (unoccupied) with the 
intention of summoning Parliament. At this. 
point of the game there are two Kings in 
play, Richard of York and Margaret of 
Anjou. Player C was able to crown Richard, 
the 1st in line of succession in the house of 
York, King in the city of York where he was 
located by allocating the archbishop of York 
to Mowbray, one of his Nobles. Mowbray, 
as the archbishop, was awarded the control 
of the city of York into which he immediate- 
ly proceeded. As York is a cathedral city and 
Mowbray had the archbishop of York, with 
Player C's announcement that Richard was. 
crowned King of England, all conditions for 
a coronation were fulfilled. 

Player B, whose faction had captured 
Margaret, had a more difficult time crown- 
ing her, Queen Regent. As second in line of 
succession in the house of Lancaster, 
Margaret is eligible for coronation only 
upon the death of Henry VI, the present 
King. By chance, plague struck London, 
killing Henry, before he could be captured 
or summoned away by an Embassy. With 
the eligibility of Margaret assured, Player B 
confronted another obstacle. He had no 
bishops or archbishops in his faction, 
available to perform the ceremony. He was 
able to strike a bargain, though, with Player 
D who had two bishops allocated to Percy, a 
noble in his faction. By mutual agreement, 
Percy moved to Salisbury, a cathedral and 
unfortified town, in anticipation of Margar- 
et's arrival in Player B's next turn. With all 
requirements for coronation being fulfilled, 
Player B announced that Margaret had 
been crowned Queen Regent of England 

This move certainly worked into Player 
D's plans. Not only had he allocated two 
bishops to Percy but he had also allocated 
the office of the Chancellor of England to 
him. With two Kings in play, only he can 
now summon Parliament. He must, 
though, fulfill two requirements to sum- 
mon Parliament: 

1. The Chancellor (Percy) must occupy 

a town, unfortified town or city 
(not a castle or Calais). By moving 
Percy from the coronation site, 
Salisbury, to the open town of Here- 
ford, Player D has fulfilled this first 
requirement (although he could 
have remained in Salisbury, it be- 
ing a legal Parliamentary site). Al- 
though, neither Percy nor any other 
Noble of his faction controls or can 
control Hereford, he may enter this 
open town freely if it is unoccupi 
otherwise, Player D must either get 
permission from the player whose 
Nobles occupy the town or he must 
successfully besiege it to enter. 


2. И the Chancellor summons Par- 

ment, he must be able to play 
one "Parliament" card. He must, 
also, have at least one "writ" card 
to utilize in summoning a Nobie 
of another player's faction. Player 
D has been able to draw one "Раг- 
liament" and several "writ" cards 
in the previous rounds. 

With both of the requirements fulfilled, 
Player D announces upon the conclusion of 
the Combat Phase of his turn that he is 
summoning Parliament in Hereford. He 
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plays the "Parliament" card which gives 
the Chancellor the right to do so and he 
plays a "writ" card on Hastings, a Noble i 
Player A's faction. Although Hastings is in 
Bamburgh, because of the suspension of 
movement limitations when moving to 
Parliament, he must proceed directly to 
Hereford. Player D may use other "writ" 
cards to summon other Nobles but is not 
required to do so. He decides to retain them 
to utilize in a subsequent Parliament. Both 
of the expended cards are placed on the 
discard pile. 

All players must now make a decision 
whether they wish to voluntarily send their 
Nobles to Parliament. They should keep in 
mind that for each Noble in attendance, 
Player D may draw one card from Chancery 
and that their Nobles need not be at 
Parliament to be eligible for an award. 
Player B and C decide not to attend. Player 
A, fearing for the safety of Hastings, does 
decide to send his Nobles, consolidating his 
faction in the process. He plays a Noble, 
Beaufort, that he has been holding in his 
hand and moves him along with Courtenay 
and Stanley, Nobles of his faction already in 
play, to Hereford, Stanley, though in 
Douglas, can move to Parliament since 
Player A has a ship available and large 
enough to transport him. Player A just 
moves the ship to Douglas, embarks 
Stanley, moves to any friendly port, unforti- 
fied port or Kingston, if unoccupied by 
unfriendly Nobles, and disembarks him. 
Stanley then proceeds to Parliament. 
Player D sends his other two nobles, 
Berkeley and Audley. 

There are seven Nobles in attendance 
allowing Player D to draw 7 cards from 
Chancery. He can draw only 5 as that is the 
number of cards residing there at this time. 








He must now distribute these cards to 
those Nobles which can be allocated offices 
and/or titles. Of course, he looks tohis own 
Nobles first. Percy is permanently titled and 
has the office of Chancellor of England so 
cannot be awarded a title or office; but, of 
his other two, only Berkeley has been 
awarded a title. He gives, to Berkeley, the 
Chamberlain of the County Palatine of 
Chester and, to Audley, the earl of Worces- 
ter and the Admiral of England. To Hast- 
ings, he allocates the duke of Exeter and, to 
Talbot, a Noble in Player B's faction, he 
allocates the Constable of Dover Castle 
After distributing all of the cards, Parlia- 
ment is ended. No combat may take place in 
the Hereford square until Player D's next 
turn. 

There is one point to remember. Al- 
though the player summoning Parliament 
may choose to which Nobles he may 
allocate the offices and titles that he draws 
from Chancery, he must distribute as many 
as possible even if it means to eligible 
Nobles who are a part of unfriendly fac- 
tions. 


Optional Parliament 


Without going into detail, here are a 
few points to remember concerning 
Optional Parliament. 


1. Optional Parliament differs from 
the Basic Parliament only in the 
procedure of distributing Crown 
cards from Chancery. Both Parlia- 
ments are summoned in the same 
way. 

2. When determining votes, the 
senior Yorkist and the senior Lan- 
castrian is defined as the 1st in 
succession of that house, in play, 
and not the 1st in succession of 
those royal heirs attending Parlia- 
ment. If the senior royal heir has 
not been captured, his votes are con- 
sidered abstentions and cannot be 
claimed by any player. 

3. A Noble or captured senior royal heir 
does not have to be at Parliament in 
order to vote in the House of Com- 
mons. He must be at Parliament 
in order to vote in the House of 
Lords. 


4. The number of votes needed to 
approve an award depends upon 
the number of votes cast and not 
the total number of votes or the 
number of votes available at that 
point of the game. So, if there are 
only 10 votes cast in the House of 
Lords and 20 cast in the House of 
Commons, a Noble who can get 6 
votes in Lords and 11 votes in Com- 
mons supporting him receives the 
title or office being offered him. 
This also applies to bishoprics. 

5. When counting the town and city 
votes for the House of Commons, 
you count every town and city cap- 
tured by or awarded to your faction 
excluding those in Wales, Calais or 
open. Town votes are printed on the 
town cards. They are not included 
on office, title and bishop cards. The 
player who has the Constable of the 
Tower of London has a total of 7 
votes- 3 for the office and 4 for the 
city of London. If London is captured 
by another faction, London's votes 
goes to the capturing faction. Plac- 
ing faction counters on town and 
Cities captured or awarded by bish- 
op, office and title cards facilitates 
the vote counting. 

6. A noble being proposed for a bish- 
opric need only the approval of the 
House of Lords. Only the player 
summoning Parliament is allowed 
to propose a recipient for a bishopric. 

7. A player receiving an office, title or 
bishopric during Parliament cannot 
add its votes, if any, to his faction 
during that Parliament. 

Advanced Combat 

An attack has been announced by 
Player E against a force of Nobles in the 
open and under the control of Player F. 


Player E's Force 


om BOUREMER 
ess 


Combat Strength 10 





Combat Strength 160 
Player F's Force 





Combat Strength 120 


Player E draws an Event card to 
determine whether "Bad Weather" has 
delayed the attack. The result is negative 
and the battle can proceed. Both players 
remove the involved Noble and royal heir 
ccunters from the board to an open area. 


Player F sets up hia battle formation. 
Column 


- (20 
— OO 


He designates that Neville is on the left 
flank and that Mowbray is at the center. 
Behind Neville he had placed Stafford and 
behind Mowbray he has placed Grey. With. 
Neville, he has also placed Henry VI. He has 
not put any Nobles in reserve. 


Player E sets up his attack formation 
opposite the defender's. 


Secondary Ваше Column Ваше Secondary 


OG 90 
OG : 90 
Ф 

Player E has placed Scrope behind Talbot 
and Roos behind Percy. He, too, has not 
placed anyone in reserve. Margaret accom- 
panies Talbot and Edward accompanies 
Percy. 

There are, in the first half of the round of 
battle, two potential encounters between 
Talbot and Neville, and Mowbray and Percy. 


Player E decides to attack in both. Player F 
has the option to add his Nobles in the 
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secondary line to the encounter in the same 
column that each occupy. Player F can and 
does add Stafford to Neville and Grey to 
Mowbray. He cannot have Stafford support 
Mowbray or Grey support Neville as neither 
occupy the same column as the encounter 
that they wish to join. Player E adds the two 
Nobles in his secondary line to their 
respective encounters. 

The first encounter pits Stafford and 
Neville against Talbot and Scrope. The 
troop strength of each is 220 which forms a 
ratio of 220to 220 or 1-1 This by itself would 
automatically result in an indecisive en- 
counter but, because Neville is the original 
defender and a royal heir is on the 
defending battle line, this ratio can be 
modified. The attacking player can cancel 
one of the two modifications as he, also, 
has royal heirs on his battle line but it still 
gives the defender a difference of one 
modification in his favor. Player F has a trick 
which he plays now. He adds a Saxon 
mercenary which he has been holding in 
his hand to Neville which alters the ratio to 
230 to 220 in his favor. This reduces to a 
majority victory ratio which, with the one 
step modification, increases the odds to 5-4 
in his favor. Player E does not hold a card in 
his hand which he can add; so, the ratio 
stands. 

In the second encounter, both players 
add their Nobles of the secondary line into 
the encounter (i.e, Mowbray and Grey 
versus Percy and Roos). The troop strength 
ratio is 270 to 170, or 3-2 in Player E's 
favor. This is modified by player F to 5-4 in 
the same manner as in the first encounter. 
Bourchier who is alone in the battle line 
may join the encounter that is closest to 
him (i.e., Percy versus Mowbray). He 
cannot join the enocunter between Neville 
and Talbot as it is farther away. Player E 
decides not to include him into the second 
encounter as his troop strength would have 
no effect. All involved Nobles should now 
be face up. 

Player E draws an Event card for each 
encounter. The first card states a 3-1 
Victory which results in an indecisive 
attack for the first encounter. The second 
card states "Bad Weather" which, also, 
results in an indecisive attack for the 
second encounter. Both players must now 
roll for casualties utilizing the "Nobles 
Killed" Table. Each player, in turn, rolls two 
dice once for each Noble and any royal 
heirs) accompanying, involved in an 
encounter. Since Neville and Stafford and 
Percy and Roos are the stronger force in 
their respective encounters, only a "2" will 
result in their death. The other Nobles will 
be killed if a "2," "3" or "12" is rolled. The 
results of these rolls are that no one was 
killed. 

Player F, now, may counterattack. lay- 
er F has the option of moving Nobles to an 
adjacent position which he declines to do. 
Player E does decide to switch Talbot with 
Roos, hoping to get better odds against 
Mowbray. Bourchier is unable to move 
because his only open position, in the 
secondary line immediately behind himself 
cannot be occupied unless Player E has a 
Noble available to fill in his position which 
he does not have. Player E does place 
Edward with Bourchier. Here, Edward will 
not have to roll for battle death as Bourchier 
is not involved in an encounter. 
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Player F attacks Roos with Neville and 
Stafford. Player E adds Scrope into the 
encounter making the troop strength ratio 
230 to 180 or 5-4 in Player F's favor. As 
Player F is not defending, he loses one of 
his modifications. The other two cancel one 
another leaving the odds ratio just as it is. 

Player F, would rather not attack Percy 
but realizes that, if Percy can get a 2-1 or 
better odds against a single attack by 
Mowbray, Player E can strip off excess 
troops above this ratio and add them to 
Scrope and Roos. Or, if Player F does not 
attack at all, Player E can add Percy's and 
Talbot's total strength against Neville. 
Player F decides to attack hoping for an 
indecisive result. Including the Nobles of 
the secondary line who join in, the troop 
strength ratio for this second encounter is 
310 to 170 or 3-2 in Player E's favor. Again, 
Bourchier's strength can have no affect on 
the odds, so Player E declines to use him in 
this encounter. 

Player F draws a 5-4 result for the first 
encounter which results in a victory for 
Neville and Stafford. He draws a 4-1 forthe 
second encounter which results in an 
indecisive attack. Both players roll for 
casualties for each Noble and royal heir 
involved in battle and all survive but 
Mowbray for whom Player F rolls a "12. 
and Margaret for whom Player E rolls a 
Roos and Scrope are now captured. 

At the start of the second round, Player 
E may arrange his Nobles in preparation for 
another attack. Before he starts, though, 
Player F, realizing the weakness of his 
position with the loss of Mowbray decides 
to offer a deal. He will return the two 
captured Nobles if Player E calls off his 
attack. Player E agrees to these terms and, 
after Player F's second half of the round in 
which he declines to make any attacks, the 
battle is over. Both players return their 
surviving Nobles to their proper location on 
the game board. 





HISTORICAL 
NOTES 


IN 1399, KING RICHARD II was deposed 
from the English throne by his cousin 
Henry, the son of the powerful John of 
Gaunt, duke of Lancaster. The childless 
Richard's legitimate heir, the 6 year-old 
Earl of March, was passed over. Although 
Henry IV's coup d'etat was generally 
welcomed after the despotic government of 
Richard, it was to prove the key event in the 
century of uncertainty which followed 
Henry's death in 1413. 

Henry's son, Henry V, died only nine 
years later after a brief but brilliant military 
career in which he conquered most of a 
weakened France. He left as heir to the two 
kingdoms a child of only nine months, 
Henry МІ. During Henry's childhood the 
government was shared by the late King's 
brothers and the powerful noble families of 
the realm including the Beauforts, cousins. 
to the King, the Percys, the Mowbrays, and 
the Nevilles. For two centuries the nobility 
had expected to share in the government; 
and, but with a few disagreements over 
policy, this is what did occur until Henry VI 
came of age and the true nature of the 
Lancastrian revolution became apparent. 

The government was financially weak, 
comparing unfavourably with the wealthier 
nobles. The revival of French military 
strength caused a further drain on re- 
sources, until it could not prevent the loss 
of all the French possessions except Calais. 
By 1450 demorilization among the nobility 
was complete. 

There now appeared on the stage two 
protagonists who were destined to influ- 
ence events for the next ten years: Margar- 
et of Anjou and Richard, duke of York, 
Margaret, a beautiful and arrogant French 
princess, had been married to Henry VI in 
1445. She rapidly fell under the influence 
of William de la Pole, ear! of Suffolk, and in 
concert began to dominate Henry, who was 
quite incapable of governing alone. The 
"all-party" government of the King's mi- 
nority was quickly replaced by a govern- 
ment of a favored few. Chief of those 
excluded was Richard, duke of York. 

Richard of York was the heir of John of 
Gaunt's younger brother, Edmund; but һе 
was also the heir, on his mother's side, of 
the Earl of March who had been passed 
over when Henry IV had siezed the throne 
in 1399. His father had been executed for 
plotting to place the Earl of March (his 
brother-in-law), on the throne, and from 
this Richard of York had learned to proceed 
with caution. For years he served the 
Lancastrian interest well, notably in 
France. Later when sent to Ireland, as an 
unofficial exile, he performed his duties 
with efficiency. He took no overt part in the 
impeachment and subsequent murder of 
Suffolk. But when it became clear, in 1450, 
that the court faction was determined to 
exclude him despite the example of Suffolk; 
and that the Queen and the Beauforts 
would continue to dominate affairs, Ri- 
chard acted. He landed with an army in 
Wales, gathered his supporters, and 
marched to London to demand a place in 
government. On this occasion open fight- 
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ing was avoided, but York's action was a 
warning of future events if the Lancastrian 
government continued to exclude him, 
Henry's only legitimate heir. The following 
year, 1453, was another year of crisis. 

The English forces in France were 
finally defeated in the battle of Castillon; 
and Henry had the first of a number of bouts 
of madness. Margaret and Beaufort tried to 
keep the illness secret, but when a son was 
born to Margaret later that year a meeting 
of the council had to be called. York could 
no longer be excluded, and in 1454 he was 
made Protector of the Realm. 

Both sides were now preparing for war, 
aware that the quarrel between York and 
the Beauforts had reached a climax. The 
chief protagonists already moved about 
with large bodies of armed retainers, and 
local rivalries between nobles were caus- 
ing outbreaks of violence. When Henry 
unexpectedly recovered from his madness 
in 1455, York found himself faced with no 
alternative but violence in his attempt to 
gain both his rightful place in government 
and settlement of his grievances. He 
succeeded by defeating the Lancastrian 
forces in the first battle at St. Albans and 
killing Beaufort. York was helped in his 
enterprise by his relatives, the Nevilles, 
whose own personal rival, Percy, earl of 
Northumberland, also died in the battle. 

York governed the country for three and 
one half years before Margaret's scheming 
brought renewed warfare between the 
factions. The Lancastrians succeeded in 
driving both York and Neville out of the 
country to their respective bases in Ireland 
and Calais andin dispersing Yorkist sympa- 
thizers but to no avail. Richard invaded in 
1460 and easily defeated the Lancastrians 
at Northampton in July of that year. Richard 
of York now openly claimed the throne, only 
to discover that the nobles in his faction 
were not whole-heartedly behind this 
move. He had to be content with a 
compromise, whereby Henry VI remained 
King for life, and Richard would then 
succeed him. Richard enjoyed the govern- 
ment for only two more months. At the 
year's end he was cornered near Wakefield 
by a superior Lancastrian force and killed. 


Disastrous though Richard's death was 
to the Yorkists, they still controlled Henry 
VI. Edward, earl of March, Richard's eldest 
son, an able military commander at 18, was 
proclaimed King as Edward IV. Edward 
defeated the Lancastrian forces in Wales at 
Mortimer's Cross on February 2nd 1461, 
and then marched rapidly to join forces 
with his cousin Richard Neville, earl of 
Warwick, who was entrenched at St. 
Albans awaiting Queen Margaret and the 
remaining Lancastrian army. But Margaret 
too, like Edward, was an able commander, 
and on February 17th outflanked and 
defeated Warwick before Edward could 
arrive, recapturing her husband Henry VI. 
Returning to London, she was refused 
entry by the city populace— a fateful 
decision—and she was forced to retreat 
northwards, pursued by the now united and 
rejuvenated Yorkist forces. On March 28th 
the two armies, among the largest ever 
gathered in England, fought a bloody battle 
at Towton. The Lancastrians were utterly 
defeated, and Margaret with Henry fled into 
Scotland. 

England had a few years of stable 


Yorkist government under Edward before 
the architect of their victory, Warwick the 
"Kingmaker,' quarrelled with his protege 
Together with the impressionable George, 
duke of Clarence, Edward's brother, War- 
wick staged a coup d'etat in 1469. It was. 
relatively bloodless, with the chief victims 
being Edward's wife's relations who had 
been forming a formidable court faction 
which had threatened to exclude Warwick. 
But the coup had little support. Edward 
endured a few weeks “house arrest” 
before staging a successful counter-coup. 
Warwick fled abroad to gather strength for 
a military expedition. In France, and under 
the auspices of the French king, the arch- 
rivals Warwick and Queen Margaret 
formed an alliance against Edward. Their 
forces landed in England in September 
1470, and Edward was forced to flee in turn 
to Burgundy. Henry VI, now completely 
imbecile, was taken from the Tower and 
"Readapted' as King. Warwick, of course, 
was the real ruler. 

Warwick was remarkably lenient with 
the Yorkists known to be loyal to Edward, 
and there were few executions. But the 
struggle in England had become part of a 
larger diplomatic battle between the Eu- 
ropean rivals, France and Burgundy; and 
Warwick was no match for the skills of their 
rulers, Louis XI and Charles the Bold. 
Edward with the aid of Charles returned to 
England, landing at Ravenspur (Ravenser) 
on March 14th 1471. Evading the stronger 
enemy forces, and joined by his treacher- 
ous brother, Clarence, he reached London 
on April 11th. From there he marched out to 
meet Warwick at Barnet. Edward's victory 
was decisive, and Warwick was killed. 
Without delay Edward marched west to 
meet the Lancastrian forces under Margar- 
et which had landed from France on the day 
of Warwick's defeat. He caught them at 
Tewkesbury. The chief Lancastrian nobles, 
together with Edward, Prince of Wales, 
were killed and Margaret was taken 
prisoner. Henry VI was murdered in the. 
Tower on Edward's return to London 

England now had twelve years of peace 
under the stable government of Edward IV. 
The direct descendents of the usurper 
Henry IV were by now all dead, and the 
Yorkist King had two sons to establish his 
dynasty. Clarence, still untrustworthy, was 
arrested and murdered. There was a hope 
and expectation that the political and 
military struggle was finally over. But there 
was to be a further period of war upon 
Edward's death. 

The King died at a young age in April 
1483, leaving as heir his son Edward, who 
was only 12 years-old. In the ensuing 
struggle for power during the minority, 
Richard, duke of Gloucester, Edward IV's 
trusted younger brother, finally emerged 
victorious over the faction of the Queen 
Mother. Richard had been effective ruler of 
much of the country during his brother's 
reign, but he now alienated by his tactics all 
but a few of his supporters. He successfully 
defeated a revolt by Stafford, duke of 
Buckingham, but was himself defeated and 
killed at the battle of Bosworth Field in 
August 1485 by Henry Tudor, earl of 
Richmond. Henry VII, whose claim to be the 
heir to the House of Lancaster derived from. 
the Beauforts who had been excluded from. 
the succession in 1397, succeeded in 
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uniting the country. He married Elizabeth of 
York, Edward IV's daughter. the sister of 
Edward's murdered sons. Discontented 
Yorkists tried to raise revolts in the name of 
the murdered princes and Clarence's son, 
who was actually a prisoner in the Tower, 
but by 1497 Henry was secure. The Wars of 
the Roses were at an end. 


Biographies 


AUDLEY— John, father and son. Father 
died in 1459 leading Lancastrian forces at 
Blore Heath. The same year his son was 
captured while attempting to win over the 
Calais garrison from Warwick. He then 
joined the Yorkists, and was later a member 
of Richard III's council. 


BEAUFORT—Dukes of Somerset. Des- 
cendents of John of Gaunt in illegitimate 
line and expressiy excluded from the 
succession when legitimised in 1397. 
Fanatical Lancastrians and enemies of 
York. Edmund's control of the government 
was the chief cause of Richard of York's 
disaffection which culminated in the battle 
of St. Albans | and Edmund s death (1455) 
Henry, Edmund's son, was victorious at 
Wakefield and St. Albans II. Pardoned by 
Edward IV in 1463, but once again took up 
arms with Margaret and was kilied at 
Hexham in 1464. Edmund, Henry s brother, 
was killed in the Lancasirian defeat at 
Tewkesbury. Lady Margaret, sister ot the 
first Edmund, was married first to Edmund 
Tudor, and had son, Henry, who defeated 
Richard Ill at Bosworth to become Henry 
МІ. Married Henry Stafford, who raised 
unsuccessful revolt against Richard. Later 
married Lord Stanley 


BERKELEY—Family generaily supporied 


Lancastrians, but received favours from 
Edward IV and Henry Tudor 


# BOURCHIER—Henry and Thomas, broth- 


ЖБ. еге. Непгу had family connections with 
York and Lancaster, but was a loyal Yorkist, 
fighting with Warwick at Northampton and 
St. Albans II. Made Earl of Essex in 1461 
Thomas became Archbishop of Canterbury 
in 1454. Tried to reconcile Margaret and 
Richard in 1458. Loyal to Edward IV and 
raised troops for him in 1471. Crowned 
both Edward and Richard III. 


CLIFFORD—Thomas and John, tather and 
son. Thomas was killed at St. Albans I. His 
son, John, demanded compensation for 
this death in 1458. In 1459 he supported 
the Yorkists, but fought against them at 
Wakefield the following year. He was killed 
at Towton. 


COURTENAY —Earls of Devonshire. Early 
supporters of York. Thomas joined the 
Lancastrains and was executed by the 
Yorkists after Towion. His brother Henry 
was executed in 1466. Their brother John 
was killed at Tewkesbury. Their cousins 
succeeded to the title. One was killed at 
Tewkesbury, two oihers fought with Staf- 
ford against Richard Ill but escaped with 
Henry Tudor to fight with him at Bosworth. 


attack on Suffolk in 1449. Treasurer of 
England. Feil out with Warwick before his 
death in 1456. 


RJ act on Suton of the leaders of the 
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FITZALAN—Earls of Arundel. William 
fought at St. Albans II with Warwick, who 
was his brother-in-law. His son married a 
sister of Elizabeth Woodville, Edward IV's 
queen. Both survived the wars. 


GREY —Edmund fought for Henry VI until 
the battle of Northampton when his deser- 
tion to the Yorkists helped decide the battle 
(1460). Earl of Kent in 1465. Married a 
sister of Elizabeth Woodville. His son 
remained loyal to the Yorkists until the 
accession of Henry VII. Their cousins were 
the Greys of Groby; John was å Lancastrian 
who died at St. Albans II, and was the first 
husband of Elizabeth Woodville. His son, 
Thomas, fought for his step-father Edward 
IV at Tewkesbury, and was made Marquis 
of Dorset. Fled from Richard III after his 
brother Richard was executed, but was not 
trusted by Henry Tudor. 


GREYSTOKE—Family supporied the Lan- 
castrians at the instigation of their power- 
ful neighbours, the Percies, but tne young- 
er Lord G. went with Richard lil to 
Bosworth Field. Like Percy, he survived the 
battle. 


HASTINGS —William was a aevoted Yorkist 
ana acted for Eawara IV when he fled from 
Warwick. Heipeo win Clarence back to his 
brotner. Fougnt at Barnet and Tewkesbury 
Judicially muraered by Richard lil in 1483. 


HERBERT —William, tatner ana son. Father 
fougnt for Yorkisis in Wales, but he and his 
brotner were captured ana killed by the 
Lancastrians in 1469. Son married another 
Woodville sister 


HOLLAND—Henry, duke of Exeter, was a 
descendent of Edward | and married 
Richard of York's daugnter, but was a 
fanatical Lancastrian. After Towton he 
went with Margarei to Flanders, Reluctant- 
ly rerurnea with Warwick and fougnt at 
Barnet, wnere ne was wounaed. He died 
two years later. 


HOWARD—Reiaiea to the Moworays. John 
was a loyal Yorkist and was rewarded with 
the Norfolk dukedom in 1483. Killed at 
Bosworth. 


MOWBRAY—Jonn, duke of Nortoik. Early 
member of York's faction and married to 
Richard of York's neice. Swore aliegiance 
to Lancasier in 1459, but again fought with 
the Yorkists in 1460 and 1461 


NEVILLE Richard, ear! of Salisbury, lead- 
er of Yorkist faction in eariy years, ana was 
brother-in-iaw to Richard of York,the Duke 
of Norfolk, and Duke of Buckingham 
(Stafford). Capiurea and killed after Wake- 
field. His son Richard ,earlof Warwick, 
the ‘Kingmaker,’ was York's ciosest coila- 
boraior and the architect of Edward IV's 
victory. Married nis daughter to Clarence 
Kilied at Barnet in 1471. His brother, John, 
Lord Moniagu, was a loyal Yorkist until 
1469, wnen he quarreiiea with Edward. He 
joined his broiner and was killed at Barnet. 
His brother, George, was Archbishop of 
York in. 1465. His brother William, Lord 
Fauconberg, was made Earl of Kent in 
1460. He piayed a prominent part at 
Towion. Died in 1463. His basiard son, 
Thomas, took part in nis uncie's activities in 
1471, unsuccessiuliy attacked London and 
was executed by Edward IV. 


emies of the Nevilles, their rivals as the 
premier family in England. Henry, second 
Earl, died at St. Albans І. His son, Henry, 
third Earl, also died fighting for the Lancas- 
trians at Towton. Henry, fourth Earl, his 
son, was imprisoned by Edward, but 
eventually pardoned. Befriended by Ri- 
chard Ill but betrayed him at Bosworth, an 
action which resulted in his being killed by 
the Yorkshire peasantry in 1489. Ralph, 
another son of the second Earl, died 
fighting for the Lancastrians at Hedgely 
Moor in 1464. 


KE POLE—Dukes of Suffolk. William was the 

v implacable enemy of Richard of York, and 
dominant figure in the Council until his 
arrest in 1450. On intimate terms with. 
Margaret of Anjou, whose marriage to 
Henry VI he hadarranged. Murdered on the. 
way to exile in 1450. His son John, 
supported the Yorkists and fought at St. 
Albans Il. He married Edward IV's sister. 
Supported Richard Ill but accepted Henry 
VII after Bosworth. His son, John, earl of 
Lincoln, remained loyal to Richard III, who 
had declared him his heir (he was R's 
nephew). Defeated and killed at Stoke in 
1487 fighting against Henry VII. 


ROOS —Loyal to the Lancastrians. Thomas 
was executed after the defeat at Hexham. 


9 SCROPE—Fought for the Yorkists. 


STAFFORD—Dukes of Buckingham. 
Humphrey tried to reconcile Margaret and 


чу PERCY—Earls of Northumberland. En- 





Richard, but was killed at Northampton on 
the Lancastrian side. His cousin, also 
Humphrey, was made Earl of Devon. He 
fought for the Yorkists at Towton, but failed 
Edward in 1469 and was executed. Henry, 
grandson of the first Humphrey, was a 
supporter of Richard Ill, but rebelled against 
him in 1483 in favour of Henry Tudor, 
whose mother he had married. He was 
captured and executed. 


STANLEY—Thomas fought for the Lancas- 
S trians at Northampton, but survived to 
serve Edward IV loyally until 1470, when 
he supported Warwick. Again became loyal 
Yorkist after Barnet and rewarded by 
Edward. Imprisoned by Richard Ill, but 
released. Married Henry Tudor's mother as 
his second wife (his first had been War- 
Wick's sister) and betrayed Richard at 
Bosworth. His brother William supported 
York, but betrayed Richard at Bosworth. 


TALBOT—Earls of Shrewsbury. John, 1st 

9 Earl, was a famous general during the 
Hundred Years War who died in 1453 in 
the battle of Castillon. His son, John, was a 
staunch Lancastrian. Treasurer of England 
from 1456 to 1458. Killed with his brother 
at Northampton. His son, John, the 3rd 
Earl, died in service of Edward IV. George, 
the 4th Earl, sided with Henry VII. Fought in 
the battle of Stoke (1487) 


DESIGNER'S 
NOTES 


IN THE HISTORICAL NOTES, certain mod- 
ern but inappropriate expressions have 
been deliberately included in the text. 
Terms such as "revolution" and "coup 


d'etat" do not reflect accurately the political 
mentality of the 15th century. Because of 
this we can easily overrate the importance 
of the dynastic element in the politics of this 
period. The struggles of the years between 
1450 and 1490 were struggles for power 
between groups of self-interested nobles. 
Many had family ties with one or both of the 
two rival dynasties of Lancaster and York; 
but family ties were never allowed to 
obscure their chief concern—power and 
dominance within their personal sphere of 
influence. KINGMAKER is, therefore, a 
game concerned with power—not the 
sterile evocation of the quaint passions for 
the Red Rose and the White. 

The "scientific model" of the period, 
upon which the game is based, rests on this 
interpretation of events, logically extended. 
The basic units of the game are, therefore, 
the Nobles and not the rival claimants for 
the throne. By extension the Royal Pieces 
become mere pawns, with no movement of 
their own. In terms of history, of course, we 
know this to be wrong. However much 
Henry VI, Clarence, and Edward, Prince of 
Wales, were manipulated by those around 
them, we know that Richard of York, 
Margaret of Anjou, Edward IV and Richard 
Ill were decision-makers in their own right. 
But the model had been constructed to 
make a political/military game possible, 
and the interpretation has therefore to be 
accepted. For another game—perhaps a 
purely military one—a very different model 
would have to be constructed. 

The next problem involves determining 
the number and strength of the Nobles, the 
basic units. The action of the game—which 
has no fixed time periods—takes place over 
thirty years of English history, and the units 
therefore represent noble familes, not 
individuals. In the course of these years 
many families lost several successive 
heads—the Beauforts: father, son, and 
uncle; the Percies: father, son, and grand- 
son; and the Nevilles: father and three 
sons. This is reflected in the game when 
families reappear after death—sons, broth- 
ers, or cousins succeed to the family 
estates. It explains, too, how Archbishops 
can be ‘held’ by Nobles, so representing 
relatives in the Church. 

The start of the game has been fixed at 
about 1453—the year of crisis in which 
France was finally lost, Henry VI went mad, 
and the birth of a son to Margaret shattered 
Richard's hopes of succeeding to the 
throne peacefully. Those families which 
were active in this period with the titles 
they possessed form the basis of the 
game's framework of Nobles. There was no 
room for 'arrivist' families like the Wood- 
villes; unconnected branches of the Grey 
family had to be merged; cadet branches of 
the Nevilles were merged into the main 
family; the families of Tudor, Beaumont, 
Blount, Tiptoft, West and Dacre, among 
others, were sacrificed. To enable new 
creations of titles some Nobles were split 
from titles they actually possessed in 1453. 
Holland lostthe Dukedom of Exeter, and the 
Neville family gave up the Earldoms of 
Westmoreland and Salisbury. 

Drastic pruning affected the castles and 
their significance.^The number was re- 
duced to 36, and their geographical posi- 
tion matched with families who possessed 
strength in that area. No attempt was made. 
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to recreate the exact holdings, since the. 
chief role of the castles is as foci of power in 
the absence of true territories. The house- 
holds of the various Nobles were built up as 
a more accurate reflection of their relative 
strength, with the model's analysis of the 
connection between military and political 
power firmly in mind. The households fell 
into four groups. The major titled Nobles, 
like Neville and Mowbray, had 50, the 
minor Nobles only 10. In between there 
were the other titled Nobles (30) and the 
more powerful minor nobles (20). Stanley, 
although untitled, was given 50 to compen- 
sate for his isolation on the Isle of Man, 
while Percy was given 100 to reflect his 
great strength in the North. 

Towns, Bishops, Ships, and Titles 
presented few problems, although their 
number was reduced, like the number of 
families, as a result of play-testing. Some 
towns lost their fortifications; the Arch- 
bishop of York lost a castle; and the Open 
Towns evolved as a means of giving 
powerless Nobles protected staging-posts. 
The Mercenaries arrived last of all, replac- 
ing Abbeys (with a rather elaborate ‘sanc- 
tuary’ rule) as a means of providing extra 
troops. 

The Offices gave the greatest opportuni- 
ty for affecting the dynamics of the game 
after the holdings of the Nobles them- 
selves. They started out as a simple 
reflection of the King's powers of patro- 
nage, and offices like that of the Steward 
and the Treasurer still have little dynamic 
effect. But it was early appreciated that 
many of the offices could be used to test 
and temper the more powerful power 
blocks. So the Marshal pays for his 100 
troops with the many calls to deal with 
Peasant Revolts, and the Chamberlain of 
the County Palatine of Chester can make 
Wales play an important part in many 
games. 

The cards in the Event Pack supply more 
of the game's dynamics. Taken too literally, 
the seven categories of cards may appear to 
caricature the Middle Ages and the con- 
cerns of the nobles who lived at that time. 
Plague was by no means as prevalent as 
the 17 cards suggest. Once they survived 
childhood, the men and women of the time 
were remarkably little prone to accident 
and illness. Plague cards have to be 
analyzed primarily in game terms. Primarily 
they ensure that players do not keep their 
nobles in Towns indefinitely. Secondly 
they allow for the plausible death and 
removal from the politics of the time the 
heads of the Houses of Lancaster and York, 
and so ensure further variant scenarios. 

The peasantry of the late 15th century 
was little affected by the Wars of the Roses. 
So is it really necessary to have so many 
Peasant Revolts? This is where the player 
has to abandon his simulation game 
training in favour of his imagination. In 
KINGMAKER it will depend entirely on the 
particular game what a Peasant Revolt 
centred on Bodmin really means. In histori- 
cal terms it could be a false alarm or the 
beginning of a Lancastrian invasion, ог 
even the revolt of the Cornish peasantry 
that the card suggests. In the practical 
terms of game dynamics it will divorce up to. 
five nobles from their factions, testing their 
power and providing opportunities for 
attack or escape for others. So it is with the 


Raids and other Revolts which occupy so 
much of the time of the Marshal and the 
Warden of the Northern Marches. Power in 
the state—the nobles' ultimate objective— 
brings with it the responsibility of dealing 
with threats to the state. In game terms this 
was a perfect way of testing the strength of 
the players as they rose to political domi- 
nance. Embassies test in even more direct 
manner the strength of the court faction, 
and dissipate the dominance of London in 
the early stages of the game. 

KINGMAKER was evolved over a period 
of many years. Its mechanics owe very little 
to other games, and a great deal to the 
prejudices of its sole designer. In consequ- 
ence the mechanics may seem peculiar to 
members of the Avalon Hill school. By the 
early ‘60s, when Avalon Hill games started 
to infiltrate the U.K. in small numbers, the 
prototype was already in existence; play- 
testing was under way, with extant move- 
ment and combat systems. There was no 
desire to go back and re-learn in the light of 
'AFRIKA KORPS' or 'BULGE.' If anything 
seeing and playing these fine games 
accelerated the desire to perfect the multi- 
player game in which complex movement 
and combat would not distract players from 
their political objectives. Hence a unique 
movement system where the mapboard 
does the work (smaller, more numerous 
Squares where the ground is difficult; 
larger ones where easier) and the player 
only has to remember that pieces move up 
to 5 squares—no MFs. Hence also a combat 
system which hardly permits of military 
skill, outside of the large scale manoeuvre 
which won Edward IV his battles, and 
Margaret some of hers. No dice, no CRT, no 
retreat after combat, just a simple odds 
computation. 

The Wars of the Roses, in common with 
many other periods of history, show men 
Seeking power, fighting battles, and experi- 
encing good and bad fortune. But the Wars 
of the Roses also have several unique. 
characteristics which have a direct bearing 
on the manner and spirit in which the game 
was created by the designer. The whole 
series of events was dramatised by William 
Shakespeare in his plays, Henry VI Pts I, II 
and IIl and Richard III. Within are the great 
dramatic scenes of the age, and quite a few 
invented ones, too. But each stage in the 
thirty year struggle is painted in the bright 
colours of the master dramatist's genius. 
The game tries to recapture some of the 
excitement of the drama, and to encourage 
the players to identify with the passion 
Shakespeare puts into the mouths of his 
characters. Scenes like the quarrel be- 
tween Richard Plantagenet and Suffolk and 
Somerset in the Temple Rose Garden, like 
the murder of Richard by Margaret and 
Clifford after Wakefield, and the final 
scenes at the battle of Bosworth should be 
compulsory reading for the KINGMAKER 
player. Thev will arouse his spirit for victory 


far sooner than any history of the age. 

The other characteristic of the age 
which has been foremost in the designer's 
mind is its ‘colour’—by which is meant the 
whole panoply of heraldry, castles, murder, 
exile, and triumphant coronations that we 
associate with the Wars of the Roses. Win 
or lose, the game should be enjoyed for its 
evocation of the end of the Middle Ages and 
the beginning of the Modern. 
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THE PRINCIPAL DESCENDANTS OF EDWARD III 


Kil ador ета шген ко ofthe Cit War 1455-1485 
Exetel by Henry VIL or Henry VII Table of the First, Second, Third, Fourth, Fifth, Sixth, and Seventh Generations 





Force 


1 
2. 
3. 
4. 














70 80 90 120 180 240 
80 90 110 140 210 280 
90 100 120 160 240 320 
100 120 140 180 270 360 
110 130 150 200 300 400 
120 140 170 220 330 440 
130 150 180 240 360 480 
140 170 200 260 390 520 
150 180 210 280 420 560 
160 190 230 300 450 600 
170 200 240 320 480 640 
180 220 260 340 510 680 
190 230 270 360 540 720 
200 240 290 380 570 760 
210 250 300 400 600 800 
е 210 220 270 320 420 630 840 
220 230 280 330 440 660 880 
230 240 290 350 460 690 920 
240 250 300 360 480 720 960 
250 260 320 380 500 750 1000 
260 270 330 390 520 780 1040 
270 280 340 410 540 810 1080 
280 290 350 420 560 840 1120 
290 300 370 440 580 870 1160 
300 310 380 450 600 900 1200 
310 320 390 470 620 930 1240 
320 330 400 480 640 960 1280 
330 
340 
350 
360 
370 
380 
390 
400 
"Advanced Game only 
HOW TO USE THE TABLE 
- The weaker force locates his troop strength along the left-hand column. 
. The stronger force reads across the row containing the weaker force's strength to locate his troop strength. 
1f his strength is not listed he must choose the closest smaller strength. 
. The head of the column containing the larger force's troop strength lists the ratio for the battle. 
XAMPLE: 


A force with a troop strength of 410 attacks a smaller force with a troop strength of 280. 


1. 
2. 


3. 
4. 


Defender locates his strength on the SMALLER FORCE COLUMN. 


Attacker reads along the row headed by 280. The values are 290, 350, 420, 560, 840, 1120. None of these values corresponds tc 
his strength of 410. 


He locates the closest smaller value to 410 which is 350. 
Reading up the column he discovers that the 350 is in the 5-4 column. The ratio for the battle is 5-4. 


To win, the attacker must pick a card containing a ratio of 5-4 or less. All other ratios are greater, a selection of which would result 
in an indecisive battle. 


23 


GRID LOCATION TABLE 




















NAME CODE DESCRIPTION NAME CODE DESCRIPTION 
Abingdon FA Unfortified town Lichfield ES Unfortified town 
Alnwick А4 Castle Lincoln D4 Town, Cathedral 
Appleby B-3 Castle Llanstephan F-1 Castle 
Arundel G-4 Castle London F-5 City, Cathedral, Port 
Ashby D-4 Unfortified town Ludlow ES Castle 
Bamburgh A4 Royal Castle, Port Lynn D-5 Town, Port 
Barnet F-5 Maldon F-6 Unfortified town, Port 
Bath F-3 Masham B-4 Castle 
Beaumaris D-1 Royal Castle, Island, Port Milford Haven F-1 Unfortified town, Port 
Belvoir 0-4 Castle Newark 0-4 Town 
Berkeley F5 Castle Newbury F-4 Unfortified town 
Berwick А-4 Town, Port Newcastle Castle 53 Castle 
Beverly C5 Unfortified town Newcastle Town A4 Town 
Blackheath F5 Northampton Е4 Town 
Bodmin G-1 Unfortified town Norwich Е6 City, Cathedral 
Boston D-5 Unfortified town, Port Nottingham 0-4 Town 
Brecon E2 Unfortified town Ogmore F2 Castle 
Bristol FS City, Port Okehampton G-2 Castle 
Burton 0-4 Unfortified town Oxford FA Town 
Bury (St. Edmunds) Е6 Unfortified town Penzance 6-1 Unfortified town, Port 
Caernarvon D-2 Royal Castle, Port Pevensy G-5 Royal Castle, Port 
Caister E6 Unfortified town, Port Pleshy F5 Castle 
Calais 6-6 Town, Port, Square Plymouth G2 Town, Port 
Canterbury F6 Town, Cathedral Preston c3 Unfortified town, Port 
Cardiff F2 Unfortified Town, Port Raby в4 Castle 
Cardigan ЕЛ Open Town Ravenser C5 Unfortified town, Port 
Carisbrooke 6-4 Royal Castle, Port Rhuddlan D-2 Royal Castle 
Carlisle АЗ Town, Cathedral Richmond ва Castle 
Castle Rising 06 Castle Rochester F5 Unfortified town, Port 
Chester D-3 Town, Cathedral Rockingham Е4 Castle 
Cheviots A3 Range of Hills. Rotherham 0-4 Unfortified town 
Chichester [21 Unfortified town, Port Royston Е5 Unfortified town 
Chillingham A3 Castle Rye 6-6 Unfortified town, Port 
Chirk D-2 Castle Sandal са Castle 
Cockermouth в-2 Castle Salisbury G-3 Unfortified town, Cathedral 
Colchester F6 Town, Port Scotland A-1,A-2, — North of Cheviots 
Compton G-2 Castle A3 
Conisborough са Castle Shrewsbury 0-3 Town 
Continent G-6 Foreign areas of Europe; Southampton G4 Town, Port 

a Port St. Albans F-4 Unfortified town 
Conway 0-2 Royal Castle St. David's ЕЛ Unfortified town, Cathedral 
Corfe G-3 Castle, Port Stokestay E2 Castle 
Coventry [21 Town, Cathedral Swansea F-2 Town, Port 
Dartmouth G-2 Unfortified town, Port Tattershall D-5 Castle 
Daventry Е4 Unfortified town Taunton 6-2 Unfortified town. 
Denbigh 0-2 Castle Tees B-4 
Devon and Cornwall G-1,G-2 Counties Trent C5 River 
Douglas 8-2 Castle, Port Tewkesbury ES Unfortified town 
Dover F6 Royal Castle, Port Thetford Е-5 Unfortified town 
Durham B-4 Town, Cathedral Tickhill 0-4 Castle 
Eccleshall D-3 Unfortified town Towton с-4 Unfortified town. 
Exeter 6-2 Town, Cathedral, Port Tutbury 0-3 Castle 
Farnham F-4 Castle Usk F-3 Castle 
Fotheringhay ES Royal Cestle Wales D-1, D-2, Recently independent, 
Framlingham Е6 Castle D-3, E-1, now part of England 
Grantham 0-4 Unfortified town Е-2, Е-1, 
Harlech D-2 Royal Castle F-2, F-3 
Helmsley са Castle Wakefield са Unfortified town 
Hereford ЕЗ Open Town Wallingford F-4 Royal Castle 
Ipswich E-6 Town, Port Warwick EA Castle 
Ireland А-1 Tip of Ireland; a Port Wells F-3 Unfortified town, Cathedral 
Kingston C5 Open Town, Port Weymouth G3 Unfortified town, Port 
Kenilworth Е4 Royal Castle Whitby B4 Unfortified town, Port 
Kimbolton E-5 Castle Wingfield E6 Castle 
Lancaster B-3 Town Windsor F-5 Royal Castle 
Leeds F-5 Castle Wressle са Castle 
Leicester Е4 Town York са City, Cathedral 

81 80001 Copyright 1976, The Avalon Hill Game Company 
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OF THE COUNTY PALATINE 
OF CHESTER 


50 PERMANENT TROOPS 
200 EXTRA TROOPS IN WALES 





CHAMBERLAIN OF CHESTER 


(2)50 


(3) WARDEN OF THE 
CINQUE PORTS 


Rhuddlan 02 
Chester 03 












SHIPS 

LE TRINITY OF RYE 

LE GEORGE OF RYE 
EACH CARRIES 150 MEN 


WARDEN OF THE CINQUE PORTS 


сома Pevensy G5 


50 





MARSHAL OF ENGLAND 


100 


Harlech D2 


ADMIRAL OF ENGLAND 


SHIPS 
LE MARGARET OF LYNN 


LE CHRISTOPHER OF 
SOUTHAMPTON 
EACH CARRIES 200 MEN 
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CHANCELLOR OF THE 
DUCHY OF LANCASTER 
50 PERMANENT TROOPS 
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3 SQUARES OF CONWAY 
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TREASURER OF ENGLAND 


Conway D2 





TREASURER OF ENGLAND 


50 


(S)CHANCELLOR OF ENGLAND 


Wallingford F4 
Beaumaris D1 





CHANCELLOR OF ENGLAND 


COMMONS Caernarvon 


(20) 50 


(5) STEWARD OF THE 
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PEASANT REVOLT 
NEVILLE to Raby 

SCROPE to Masham 

ROOS to Helmsley 


MOMBR AN to Wesel KILLED: 
i f York to Yk. 

MESI ore TALBOT 
Wakefield STANLEY 
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VICTORY 
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BOURCHIER to Pleshey 


POLE to Wingfield 
Admiral to 
Caister with 
2 ships 
BAD WEATHER 
DELAYS ATTACK 
TALBOT to Ludlow 
KILLED: 
CLIFFORD 
BOURCHIER 
5-4 
VICTORY 
* 
CAPTAIN OF CALAIS 
to Calais 
KILLED: 
COURTENAY 
STAFFORD 
* MAJORITY VICTORY 
* 
LIEUTENANT OF IRELAND 
to Ireland 
KILLED: 
MOWBRAY 
BEAUFORT 
* MAJORITY VICTORY 
STANLEY 
to Douglas 
KILLED: 
FITZALAN 
HOWARD 
3-1 


VICTORY 


FITZALAN to 
Arundel 
BEAUFORT KILLED: 
to Corfe CROMWELL 
GREYSTOKE 
VICTORY 
Warden of Northern 
Marches to 
Bamburgh KILLED: 
Marshal to TALBOT 
Сиви STAFFORD 
3-1 MOWBRAY 
VICTORY 
Warden of Cinque 
Ports to 
PEVENSEY KILLED: 
with one COURTENAY 
ship CLIFFORD 
4-1 
VICTORY 


PERCY to Alnwick 
Warden of Northern 


Marches to 
Berwick 


BAD WEATHER 
DELAYS ATTACK 


Warden of Cinque 
Ports toRYE 
with 2 ships KILLED: 
NEVILLE 
STANLEY 
3-1 CLIFFORD 
VICTORY 
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MERCENARIES 


GO HOME 
BURGUNDIAN 
CROSSBOW 
MEN 





FOR ONE PIECE 


FREE MOVE 


FOR ONE PIECE 


FREE MOVE 


MAJORITY VICTORY 


KILLED: 
SCROPE 
HASTINGS 
PERCY 
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MERCENARIES 


GO HOME 


SCOTS 
ARCHERS 





KILLED: 


BERKELEY 
AUDLEY 


MAJORITY VICTORY 


FOR ONE PIECE 


FREE MOVE 


FOR ONE PIECE 


FREE MOVE 






MERCENARIES 
GO HOME 


FLEMISH 
CROSSBOW KILLED: 


MEN GREYSTOKE 
ROOS 


MAJORITY VICTORY 


FOR ONE PIECE 


FREE MOVE 


FOR ONE PIECE 


FREE MOVE 





FREE MOVE 


FREE MOVE 


FOR ONE PIECE 


FOR ONE PIECE 
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AVALON HILL'S TRADEMARK NAME FOR 
ITS GAME OF THE WAR OF THE ROSES 


COPYRIGHT 1976 
THE AVALON HILL GAME CO. 
BALTO. MD PRINTED IN USA 


72 


SCOTLAND 








KENILWORTH* 


х 


2 


8180041 8180043 





Place 
First-Class 


Postage 
Here 





THE AVALON HILL GAME CO. 
4517 Harford Road 
Baltimore, Maryland 21214 


Place 
First-Class 


Postage 
Here 





THE AVALON HILL GAME CO. 
4517 Harford Road 
Baltimore, Maryland 21214 





l'msendingyouthisREGCARDfromyour — 1 
game. In return ! automatically get on your mailing list 
which means I'll get new product info before the general 
public does. 


1. Game is: 
ÛJ Too simple 
2.1 enjoyed playing this game: 


C Just Right C Too Complicated 


Og De 
(a means you enjoyed it very mu 


Oa Op 








; е means not at all) 
3. | heard about the game through: (check ali that apply) 


C Avalon Hill Literature C] Magazine Ad ÛJ Newspaper Ad 
[J Friend's Recommendation C Happened to see it in a store 
O Git Гоше 
4. Point of purchase of 





game: (check one only) 

ÛJ Direct from Avalon Hill C Department Store 
[J Hobby Store Û Bookstore Г 
[J Military Outlet (PX, Co-op, Book, etc.) Û Other 





су Store 









jonery Store — [1 Gift Store 
to The General C yes 
AII Star Replay yes О по 


6. My favorite Avalon Hill game is 








Мате Д ME, quc HAC AGS, 
Street Address 
(Gu ани RR A S Oceapailon. 

State Zip 


U-3803 


DO A FRIEND A FAVOR. 


If you know someone who has the basic brain power to comprehend 


Avalon Hill games then get him to send us this postcard. 


In turn you'll be doing yourself a favor ... you might pick up a new 


opponent in your neighborhood or even one from another city with whom you 


can "play by mail.” (If you wish, fill in his name and address, yourself, and 


send it in.) 


If you would like a colorful brochure describing Avalon Hill games and Play- 
by-Mail Kits and exclusive gaming magazine, specify || Wargame [| Sports 
L] Leisure Time catalog and enclose this card in an envelope with 75€ for 


each catalog ordered. 


NAME OF BRIGHT FRIEND 


(type or print) 





STREET ADDRESS 


ZIP. 


STATE 





СІТҮ 


Effective July 26, 1980 


Prices subject to change without notice 


Game/Parts Price List 





WHAT THIS IS: here is the complete listing of all 
Current games and their parts listed in alphabetical 
order. Parts overprinting a shaded background do 
not come with the game, but are variants and/or ac- 
cessories to the game. 


you wish, like this; Rules . ..... 1.00 Yf you order a. 
game, circle the price of the gàmé only; ignore 
Costs of the parts directly below the game listing. 
Or, you may wish to write out your order on the 
postage-paid order envelope if you have one handy. 
In each case, please add up your order for a total 
cost figure. No merchandise can be shipped on a 
C.O.D. basis, so you must pay in one of the follow- 
ing ways: 


HOW TO ORDER: just circle the Sy of the item 


a) CREDIT CARD: give us your credit card 
number, expiration date, and name under which 
credit card is listed, for either American Ex- 
press, Master Charge, or VISA. No other credit 
cards accepted. This Price List and the Order 
Envelope provide spaces for you to write in this 
information. 





b) TOLL FREE PHONE: we'll accept charges 
against the above three credit cards on a phone- 
in order. The call is FREE. Call 800-638-9292, 
operator #1. Use this TOLL FREE number for 
credit card purchases only; no other informa- 
tion can be supplied. 


6) CHECK OR MONEY ORDER: please send usa 
check or money order for the total amount plus 
10% postage for USA residents. For example, if 
your total order comes to $6.25 your postage 
will be $.63, 50 your payment would be $6.88 
total. See Postage Charges printed elsewhere 
on this form for foreign postage costs. Do not 
send cash money; we are not responsible for 
loss of cash in transit. 





FILL OUT SHIPPING LABEL: be sure to include 
your name and shipping address on both the ship- 
ping label and file form if sending in this Price List 
as your order. Similarly, fill out all required labels if 
using the Avalon Hill postage-paid order envelope. 


HOW WE SHIP: We normally ship within 7 to 10 
days of receipt of your order, and mail by United 
Parcel (UPS) whenever possible. This is first-class 
service, but is feasible only toa street address and 
when there is someone available to sign for the 
package. UPS will not deliver to a P.O. Box. Other- 
wise, shipments will go by parcel post. Be sure to 
add proper postage costs shown on the Postage 
Chart to your payment (such charges are added 
automatically to credit card purchases). 


IN A RUSH? We can cut the red tape and handle 
your credit card purchase, ona SPECIAL basis, with 
minimal delay. This service will cost $1.00 extra 
which will be added to your charge slip. Simply ask 
for our “SPECIAL SERVICE”. For even faster serv- 
ice, we can ship by Air Mail. Air Mail Charges will be 
added to your charge slip. Ask for “SPECIAL AIR 
MAIL SERVICE.” 





DISCONTINUED ITEMS: aren't necessarily out of 
Stock. If you don't see it listed, it's been dropped 
from the line but chances are there is a limited sup- 
ply still on hand. A Discontinued Game Price List is 
available upon request for 50¢. Also ask about the 
"Collectors' Games", which are games Avalon Hill 
published but discontinued many years ago yet are 
still popular today. Call 301-254-5300 for this infor- 
mation. 


COMPLETE BOXES: of all games shown below are 
available at $3.00 each with the exception being 
THE LONGEST DAY box available for $6.00. 


CATALOGS ON LATEST NEW GAME INFORMA. 
TION: Specify wargames, sports games, or leisure 
time games. EA. 506 


CHANGING YOUR ADDRESS? 

If you are moving in the period for which you expect 
delivery of this merchandise, please specify an 
alternate mailing address as we often have to make 
several delayed shipments when items are tem- 
porarily out of stock. 


WE WILL PHOTOSTAT OUT OF PRINT PARTS AND 
MAGAZINE ARTICLES: Specify item(s) on separate 
sheet or order envelope, include $1.00 per 
page—$5.00 minimum per photostatic order. 
Postage rates apply. 


POSTAGE COUPONS: Subscribers to The General 
and All-Star Replay receive FREE in most issues a 
postage coupon good for $1.00 toward the postage 
required with every mail order. 


THE ELITE CLUB: The Elite Club Membership is 
available to you when you make a one time pur- 
chase of six (6) different AH games by mail order. 
When you receive your games you will also get a 
discount tab full of coupons. These discount 
coupons are worth $1.00 off the purchase price of 
future games you buy from Avalon Hill, for the rest 
of your life. The Elite Club is an investment fora fun 
future of gaming. 


SKILL RATING: Ever wondered how good a player 
you really are? Send $5.00 for membership in our 
lifetime service whereby we keep constantly up- 
dating players' abilities in competition against 
other A.R.E.A. members. 











INTRODUCING! New for Fall—Xmas '80 


microcomputer games’ 


from The Avalon Hill Game Company 





Designed by professional computer game experts, we are proud to present for your 
entertainment pleasure five new software game packages for use on the following 
home computers: 


TRS-80* Level II, 16K Memory 
Apple II*, Applesoft* BASIC, 16K Memory beyond BASIC 
Pet*, 16K Memory 


“Registered Trademarks for Tandy Corp., Apple Computers, Inc. 

and Commodore Business Machines, Inc. 
Each microcomputer game is programmed on a cassette tape cartridge and can be 
played on one or all three of the aforementioned home computer systems. 
Subscribe to THE GENERAL or write for more microcomputer games information. 


B-1 NUCLEAR BOMBER $15.00 


Pilot your B-1 on an airstrike mission over Russia in this nail-biting solitaire game. 
Rules $2. 





МІрМАҮСАМРАІОМ................................................ 515.00 
Command the badly outnumbered and outranged U.S. Navy as your computer controls 
a huge force of Japanese ships and planes. 

Rules 


МОВТНАТІАМТІС СОМУОУ ВАІОЕВ .................................. 515.00 
A solitaire computer simulation of the Bismarck convoy raid of 1941. You as com- 
mander of the German super battleship must cripple the British home fleet and ram- 
page through the convoy lanes. 

Rules . $2.00 
МИКЕМАН: ,545% зесвесоскевко ысыла нави ама рачна ака 515.00 
High stakes are involved as your country and an unfriendly neighbor (your cold and 
calculating computer) escalate military installation and hardware production during 
Cold War. Tension mounts until either you or your computer launch a preemptive 
strike signaling HOT WAR! 

ИШӘ se ocio Ed ev dr pte S a Roa tb eae p i V E HIA RR Lem құлан Фаза а 









PLANETMINERS .... 
One to four players compete wi: 
ing claims throughout the solar system in the 21st century. 
Rules 


CIRCLE PRICE OF ITEMS DESIRED + FILL OUT SHIPPING LABEL + FORWARD WITH PAYMENT OR PLACE 


STRATEGY BOARD GAMES 


Numbered circles represent wargame complexity rating on a scale of 1 to 10. 





ACQUIRE 15.00 — ASSAULT ON BOOK OF LISTS 10.00 
Gameboard 600 — CRETE/MALTA (S) 13.00 Playing Board 6.00 
Setof Ties 500 Mapboard: Maleme 2.00 шө 1.00 
Money, sel ol 4 packs 2.00 Georgeopois 200 — Counters 150 
Stock er. seol 7 packs 325 Panormon 200 UistCards Deck 400 
Into. Cards, setot6. 100 Mata 2.00 
Rules 100 — Manuatwith Rules 200 peser За 
a yi 
AFRIKAKORPS (2) С Palesfoder 100 
Mapboard 6.00 + Team Charts Set 10.00 
Counters тю лш каии О 10.00: 
Rules/Manual Se 20 в 600 — 10Y6.Marker/Flbl Sel 100 
TRC 100 (Revised Editon Avaiabie Number Dice Set 1% 
Situation Card 100 Sept. 1980 Scorepad 150 
CRT 100 Res 100 
BULGE 1300 
жане @) "E Oen с зю шо n 
(Revised edition Not Counters 1.50 
Available unt Sept. 1980 BASEBALL STRATEGY 1300 — Rules/Manual Set 200 
Rules Folder 20 Bod 600 O/A2Card Set 2.00 
Airplane Data Card Set (15) 300 — Rules/Manual Set 200 тас 100 
Counter 1.50 — Red/BlueRoster(50Cards) 200 Bate Results Card 100 
Log Pad 200 — TRedPichCarós 1% 
Complete Board (6 sections) 800 Scorepad jio. EEE STATE 13.0) 
HAIR FORCE/DAUNTLESS нн о панаа 2o 
EXPANSION KIT 8.00 Scorepad 2.00 
Rules Folder 200 BASKETBALLSTA. 1300  SetolCimate Cards (18) 1% 
Airplane Data Card (6) $00 — Board 6.00 PackageoPay Money 100 
Log Pad 200 — Rules 200 — Selol16Pawns 100 
ини T Poe i ни 150 сазад О) 1300 
ALEXANDER 1300 Score Chips 100 — Mapboard 7.00 
Board 60 ры іа имами. 200 
Manual with Rules 200 * Roman Troop Counters 150 
ORT a STE 1.00 Galle Troop Counters 150 
Counters 200  BISMARCK (4) 1500 CRT 1.00 
ch Boar board Movement 
EKKO "E E, GN Ra 100 
Complete Board 800 pyjes Manual 209 CAESAR'S LEGIONS Ç) 12.00 
Rules Folder 200 Ship comers 150 Mapboard 6.00 
Ship Counters 130. памети мена о Joo Manoolwin Rules 200 
identification Counters. 150 — hae Hés Cord Sa 500 Сап. Movement & Ambush Card 100 
Log Sheet Pad 20 ори 208 Roman Troop Counters 198 
Game Tables Card 100 German Troop Counters 1 
NEUSS 6) 100 Serot Tactica Maneuver Cras. 10 
maon © 1200 BLADK MAGICKIT 1000 
Board 00: Quake aiii] Sop CHALLENGE BRIOGE 2000 
Manual with Rules 2.00 126 Page Rules/ Manual 
Counters: Gr. Ale ә. 150 — mures (3) "arm 750 
Playing Aids Card Set(6) 150 Мамай 700 DealindiatorCard 150 
New Box Art 300 Red Troop Counters 150 IBM Deal Cards Val 1 7% 
Blue Troop Counters 150 Deck ot Playing Cards 6 
ARAB-ISRAELI WARS (8) 15.00 Manual with Rules 200 Card Selector 400 
Mapboard: А.8.С.0 EA. 200  Arition TableCard 100 No Box Avaiable 
Manual with Rules 200 0/A2.Card Sel 200 
Counters: Arab. istaeh.... ЕА. 200 TimeRecoriCaró 10 I v o i 1000 
CRT Charts Folder 100 bis ibn 
100 Hands) 


AR ARMOR SUPREMACY 
(Revised Edition Available Early 1981) 


without noti: *kNEW FOR 1980 








CREDIT CARD PURCHASE ON TOLL FREE 800-638-9292 OPERATOR #1 * INCLUDE ADDITIONAL FOR POSTAGE 





HOW TO COMPUTE SHIPPING 


a) Ifyou live in USA, add 10%. For example, if order 
totals $6.25, you must add on $.63, an $8.50 order 
would require an additional $.85, etc. 

b) If you live in Canada or Mexico double the USA 
amounts. Payment must be made in US funds 
drawn on a US bank. 

©) If you live overseas, triple the US amounts. Pay- 
ment must be made in US funds drawn on a US 
bank. 

9) For APO and FPO, add 10% and check here O 
for SAM (Space Available Mail); or add 10% plus 
$1.00 and check here C) for PAL (Parcel Air Lift). 

е) THE GENERAL: USA subs are postage FREE. 
Canada and Mexico add $9.00 per year. Overseas 
add $12.00lyr. Consult (a,b,¢,4,) for Back.issue 
postage. 

f) ALLSTAR REPLAY. USA subs are postage FREE 
Canada & Mexico add $6.00/yr. Overseas add $8.00. 
Consult a,b,c,d, for Back-Issue postage and LAST 
but not Least... 


9) INSURE YOUR ORDER. $.25 per $10.00 order for 
postage USA Guaranteed Delivery. Canada & Mex- 
ico double the amount. Foreign triple the U.S 
amounts. 

FOR FAST SERVICE, 

CALL TOLL FREE 

800-638-9292 


IF YOU ARE CALLING FROM 
OUTSIDE OF MARYLAND. 
The toll free number can be used only for credit card 


purchases. 
NO other type of inquiries can be accepted. 


Checks payable to: The Avalon Hill Game Co. 
4517 Harford Road, Balto., MD 21214 


WANT TO BE ON OUR MAILING LIST? 
Check here O 


SPORT 口 WARGAME C 


PAYMENT TO BE 
IN U.S. FUNDS ONLY 


Maryland Residents must add 5% Sales Tax 
to total before computing shipping charges. 


SHIPPING LABEL 


NAME 


FAMILY Ci 


FILE FORM 


Dateofthisorder Total Amount 








PLEASE INDICATE METHOD OF PAYMENT 
Û check Û MoneyOrder Û Cash DJ Charge 


"Tg e" 
[TI | 





















































ACCOUNT NUMBER 

INTER BANK # Exp. Date 
‘SIGNATURE OF CARDHOLDER Е 
FOR OFFICE USE ONLY 

Do not write here 

TOTAL MONEY RECEIVED 

сек омо. O Cash О ст. 

C) SPECIAL SERVICE $1.00 

O) SPECIAL AIRMAIL SERVICE $ 

NAME 

STREET APT. 
om 

STATE Zip 


A.R.E.A. RATING SERVICE 


Avalon Hill offers a lifetime service whereby 
players are rated in relationship to other game 
players. Return coupon NOW, along with the $5.00 
lifetime service fee for complete details on the 
Avalon Hill Reliability Experience & Ability Rating. 





J I don't object to having my name and address 
printed in The General with the rating lists. | rate 
mysel 

C) A—an excellent player 

C Ba good player 

CO) C—an average player 

Cj D—a novice in my first year of gaming 
D E—a beginner 











STREET — АР о I realize that my rating may change according to 
7 how well I fare against others. For now, please send 

me complete details and membership card—here’s 

CITY my $5.00 
Name. 

STATE ДР Address, 

IF THE POSTMAN CAN'T READ IT, YOU WON'T City — State. Zip 

GET IT! 





101845 (5-80) 


CHALLENGE FOOTBALL 
 Gameboard 

Rules 

Set of 3 Vinyl Pockets 
Setol6 Play/Cover Cards 
Yard Marker & Ruler 
Setof3 Shit Cards 
Special Crayon. 
Calculator. 

No Box Available 


CHALLENGE GOLF 


Boards/specity A.B. or C EA 


Rules 
Play Chart 
ScoreCard 

"T" Distance Finder 
Special Crayon 


CHANCELLORSVILLE (4) 
Board 

Manual with Rules 
TRC/OB Card 

CRT/TEC Card 

Counters 


CHESS 

Board 

Rules 

Complete set of Chessmen 
(specity both colors and 
type) 
ес 

No Box Available. 


a CIRCUS MAXIMUS 





Boards 1,2,3 EA. 


Unit Counters 
Rules Manual 
(Chariot Racing Pad 


ME CLASS STRUGGLE 
Parts not available 


THE COLLECTOR 
Gameboard 

Rules 

Master Collector Pad 
Package of Play Money 
Deck of Rare tem Cards 
Set of Special Value Cards 
Red & Blue Dice Set 
Storage Tray 


CONTIGO 
Rules 

Set o 22 Playing Pieces. 
Set of 64 Glass Nuggets 
No Box Available 


CROSS OFIRON (3) 
Playing Board #5, 
Infantry A Counters 
Infantry B Counters. 
Artillery Counters 
German Vehicle Counters 
Russian Vehicle Counters 
Rules Manual 

Scenario Cards/CRT Set 
Scenario 100's, Pad ol 10 


AK CRESCENDO OF 000M G) 
Board #6, #7 EACH 
Counters: 
French ntantry 
British ntantey 
Neutrals Armor 8 Ordnance 
French Armor & Ordnance 
British Armor & Ordnance 
British Armor 

Rules Booklet 

Scenario/Crt Card Set 


akoAUNTLESS (7) 


Rules Folder 
Log Pad 

RangeTable Card. 
Airplane Data Card (3Y 
Counter 

Complete Board 


оа ©) 

Mapboard 

Troop Counters 

Manual w/Rules (Rev. 77) 
Time Record Card 

сат 


rr To) 

Board 

Manual with Rules 

Basic Rules Sheet 

Play-8y-Mail Sheet 

8 Wooden Pieces (specily 
color & shape). 

Seto 7 Conference Maps 

Gamers Guide... 


DUNE 

Playing Board 

Rules Folder 

Leader Counters 

Spice & Combat Counters 

Character Shields (specily 
by character) 

Player Aid Pad 

Combat Wheel w/pin. 

Spice/ Treachery Cards Set 


EXECUTIVE DECISION 

Price Level Gameboard 

Rules 

Tally Pad. 

Complete set of Money 
(6 Packs) 

Raw Material Certilicates. 
(3 Packs) 

Special Crayon 

No Box Available 


FACTS IN FIVE 
Rules 

Master Score Card Pad 
Playcard Pad 

Alphabet set of Pieces 
Deck of Cards 

Timer 


FEUDAL 
Divider Screen 
Board 
Rules 
Selol 4 Board Holders. 
Set of Playing Pieces— 
specify color 
Ok. Blue, Med. Blue, Lt. Blue, 
Ok. Brwn, Med. Brwn, Lt. Brwn 





EA. 


ЕА. 


13.00 


1.00 
2.00 
300 
1.50 
100 
100 
3% 


13.00 
3.00 
100 
200 
200 
250 
100 


1200 
6.00 
200 
1.00 
1.00 
150 


24.00 
10.00 
1.00 


18.00 
2.00 


800 
2.00 
1.50 
200 
2.00 


1500 


1300 
6.00 
100 
150 
1.00 
2.00 
100 
100 
200 


1300 
200 
400 
7% 


1300 
200 
150 
150 
150 
150 
1.50 
200 
200 
400 


1500 
2.00 


1.50 
1.50 
150 
1.50 
150 
150 
200 
200 


1500 
200 
200 
1.00 
3.00 
200 
6.00 


13.00 
600 
200 
2.00 
100 
1.00 


1500 
6.00 
200 
1.00 
1.00 


1.00 
2.00 
40 


1500 
6.00 
200 
1.50 
1.50 


1.00 
300 
1.50 
2.00 


13.00 
400 
1.00 
3.00 


3.00 


2.00 
1.00 


13.00 
1.00 
2.00 
400 
200 
3.00 
1.00 


1500 
200 
60 
1.00 
1.00 


2.00 


FLAT TOP 
Rules Folder 
Log Pad 
Game Tables Card 
Japanese Operations Chart 
Allied Operations Chart 
Counter #1 Allied 
Counter #2 Japanese 
Complete Board 


FOOTBALL STRATEGY 
Board 

Rules 

Setol 10 Defense Cards 

Ball Control/Aerial Game Cht 
Pad 

10 Yrd. Marker/Ftbl. Set 
Widow's Handbook 


FOREIGN EXCHANGE 
Playing Board, bookcase only 
Rules 

Counter 

Risk/Currency Carós Set 
City/Bortowing Carás Set 
Hedging Worksheet Pad 

For Exchg, Worksheet Pad 
Net Worth Worksheet Pad 


ac FORTRESS EUROPA (7). 
Playing Board 
Allied Counters. 
German Counters 
Rules Manual 
Playing Aids Card Set (6) 


FRANCE40 (4) 
Complete Board 
Counters 

Rules Manual Set 
Seto! 90/8 Cards 
Oyle Plan Folder 
Crt Sheet 


serum In tHEWest © 
Game Tables Card 
Rules Booklet 
мр 
No Box Avalide 


m" T] 
Марха 
Manual wih Rules 
Unit Counters 
Formation Markers 
CRT/OB Card Set 


% 
Gameboard 

Rules 

Setol 2 Channels 
Set of White Pieces 
Seto Black Pieces 


GOFORTHEGREEN 
Ball Fight indicator, 
Score Pad 

Number Dice Set 
Pencil 

No Box Available. 


ai HEXAGONY 
Complete Board 
Playing Pieces. 
Rules Folder 
Terrain Markers (12) 








IMAGE 
Playing Board 

Rules 

Scorepad 

Profile Cards (2 Decks) 


ak INTERN 
Complete Board 
Rules Booklet 
Page Cards Set 
Diag/Patient/ Treatment Cards 
Assortment ol Time Scrip 
Playing Pieces Set 
Storage Tray 


JUTLAND © 


Manual with Rules 
Set of Task Force Crds: TRC/ 
Gunnery Tables (4) 
Counters: British. Ger 
Range Finder/Area Markers 
Maneuver Gauge. 
Mit Record Pad 


Brit.. Ger, 


KINGMAKER (7) 

Board 

Manual with Rules 
Counters. 

Crown Cards Deck 
Event Cards Deck 
Varlnt EvontCåtøs ; <- 


ak THE LONGEST DAY (8) 
Mapboard: A— Cherbourg 
8—Countances 
C—SaintLo 
0 一 Caen 
E 一 Cabourg 
F—Avranches 
G—Argentan 
Utility Half-sheet counters 
Utility Sheet Round counters 
American Counters. 
British Counters 
German #1 Counters 
German #2 Counters 
Rules Manual 
Allied Landing Schedule/ 
Scenario Wi card. 
Allied Entry Track/ 
Scenario #2 card 
German Entry Schedule/ 
Scenario #3 card 
Cherbourg/ Scenario #4 card 
Combat Results 
Tables card (2) 
Terrain Effects Chart 
card (2) 
Boxtid 


LUFTWAFFE (5) 
Board 

Counters: Ger 
Rules/Manual Set 
Order ot Battle Card (2) 
Aerial Combat Results Sheet 
TargetPad 


fk MACHIAVELLI (O 
Complete Board 
Rules Folder 
Power Counters 8935031/32 
Power Counters 8935035/36 
Order Sheet Pad 
Game Tables Card 


& Amer 


ER 


E 


EA. 


15.00 
200 
200 
1.00 
1.00 
1.00. 
150 
1.50 
6.00 


1300 
300 
1.00 
1.50 
200 
2.00 
1.00 
2.00 


1500 
6.00 
2.00 
150 
200 
2.0 
1.50 
2.00 
2.50 


1500 
600 
150 
1.50 
200 
400 


1200 
6.00 
150 
200 
200 
1.00 
1.00 


10.00 
1.00 
200 
400 


1500 
6.00 
200 
200 
200 
200 


1700 
600 
100 
100 
600 
600 


1200 
200 
200 
1.00 
1.00 


13.00 
6.00 
3.00 
2.00 
1.00 


1500 
6.00 
1.00 
3.00 
400 


1500 
6.00 
200 
200 
2.00 
2.00 
100 
2.00 


12.00 
2.00 


2.00 
150 
100 
100 
150 


130 
6.00 
200 
150 
200 
200 
400 


65.00 
3.00 
400 
400 
400 
300 
400 
400 
300 
300 
300 
3.00 
3.00 
3.00 
10.00 


2.00 
2.00 


2.00 
2.00 


3.00 


3.00 
6.00 


15.00 
6.00 
150 
200 
200 
1.00 
150 


13.00 
6.00 
2.00 
1.50 
1.50 
2.00 
1.00 

















1300 
600 
100 
300 
200 
2.00 


1.00 
1.50 
200 


1500 
6.00 
150 
200 
200 
300 
250 


1300 
7.00 
2.00 
3.00 
150 


300 


1300 


1500 
200 
2.00 
150 
1.50 
1.50 
2.00 


200 


400 


1200 
600 
150 
200 
100 
100 
100 


1500 
6.00 
2.00 
1.50 
1.50 
2.00 
1.00 


17.00 
500 
100 

10.00 


5.00 
300 
200 
200 
1.00 
2% 
3.00 
3.00 
4.00 


10% 


2.00 


15.00 
5.00 
100 

10.00 


5.00 
3.00 
400 


200 


1300 
4.00 
100 
3.00 
100 


400 
150 
100 
2.50 
200 

13.00 
6.00 
2.00 
100 
100 
100 
1.00 
1.00 


1500 


200 
200 
200 
200 


‘SUPERSTAR BASEBALL 
Playing Board. 

Rules Folder 

Player Cards Set 
Scorepad 

Number Dice Set 

Pawns Set 

Player Cards Sen: 


acres (Т) 
Board 

Counters 

Manual wilh Rules 
Weather Time Record Caro 
cr 


sno neicn 

Sous compl) 

Manu min Als 

Situation Cards Set (5) 

Counts: ish 
US/Russian 
К 


жттевоџт 
Playing Board 
Boxer Cards: Specily "79 
Fast Action Deck 
Rules Folder 
Scorepad 
Strategy Cards 


TOBRUK (7) 


Board (AD.BE. CF) 

Manual with Rules 

Roster Pad 

German Hit Probability Chart 
British Hit Probability Chart 
Casualty Tables Card 
German Counters 

British Counters 


ЖТАВЕМЕ (3) 


Board 
Rules Manual 
Ship Counters 
Marker Counters. 
Game Table Card 
Log Pad 


TRIPPPLES 
(Deluxe Wooden Version) 
Parts not available 


TUF& TUFABET 
Specily Which Game 
Complete Set of Cubes. 
Instruction Manual 
Timer: 1,2,3 Minute 


TWIXT 

Gameboard 

Rules 

Links: Black & Red Sets 
Pegs: Black & Red Sets 


ою (Т) 
Mapboard 
Rules 

Counters 


USACAUTO RACING 
Playing Board 

Rules 

Driver Cards: specily 78 
Racing Pad 
Setot 33 Plastic Cars 


VENTURE 

Rules 

Money Cards 
Corporation Cards 
No Box Available 


VICTORY IN PACIFIC (2) 
Mapboard 

Rules Folder 

Ship Counters Set 
Japanese 0/8 Card 
American 0/8 Card. 


sewananoveace © 
Ping Boara 
соми тю. вм 
Campaign Gane Car 
ues oot 
Pre ласно 


WARATSEA (1) 
Mapboard 

Rules 

Counters 

Varant Counters is 


мато © 
Boara 

counters 

Мама иконе 
TRC 
Hm 
ct 


WIN, PLACE & SHOW 
Playing Board 

Rules Folder 

Race Forms 

Betting Pad Set 

Plastic Racehorse Set (6) 
Package of Play Money 


WITCHCRAFT KIT 
Instruetions available only 


WIZARD'S QUEST (1) 
Mapboard (complete) 
Rules Folder 

Quest Counters. 

Petition Cards Set 


woonew stes (8) 
Boards (complete) 
Manual with Rules 
Ship Counters 

Log Pad 

Advanced Game CRT 


Prices subject to change without notice 





CIRCLE PRICE OF ITEMS DESIRED 
* FILL OUT SHIPPING LABEL 


* FORWARD WITH PAYMENT OR. 


Ж NEW FOR 1980 
MAGIC REALM (5) 15.00 — SHAKESPEARE 
Ell Magic Board 200 Board 
Fabulous Magic Board 200 RulesFolder 
Myriad Magic Board 200 Synopsis Guide 
Witch Magic Board 20 Serot 112 Quotation Cras. 
Rules Manual 200 Selol12Pawns 
Major Counters 150 
Minor Counters AEN 
Treasure/Spell Cards 200 № 
Personal History Pad 200 
Treasure Set-Up Card 100. мед жай Canty 
Character Cards Deck #0 ы Алы ін 
3kMICROCOMPUTER GAMES 1500 Мароза 
8-1 Nuclear Bomber Rules 200 Playing Counters 
Midway Campaign Rules 200 Rules Manual 
North tante Convoy Raider Rules 200 Event Card Set 
Nukewar Rules 200 3CrayonSet 
Planet Miners Rules 200 Player Aid Set 
(The Cassete wil be available only as 
å complete game unless notified to SPEED CIRCUIT 
басалқы Paying Board 
Rules Folder 
mioway @ 15.00. Metal Cars Set (6) 
Board: Search & Ваше... EA. 300  Perlormance Pad 
Counters: Ship & Battle... EA. 150 БАЕК 
Manual with Rules 200 — Grand Pr of: 
Pad 150 Britain, Belgium, South Altea 
Search Board Screen 100 & France ER 
Coral Sea Variant На 0r4/810.00 
Counters/Mapset оо... ы 
Kc Pm ona 
NAPOLEON 1300  (Tenentcely hew tacks tor Spo. Circuit) 
Mani quam 990 SQUAD LEADER @) 
мн conse om ман TESA... E. 
мез & Fr Bae Card... EA. 100 
Alled Counters 
ARNAVAL WAR German Counters 
Revised Editon Vehicle Fort Counters 
available Early 1981 Scenario Card Set 
Expansion Mapboards 
ORANGE 18400, 5,6,7,8.9.10.11 СЕА. 
Bag ol Playing Pieces а” 
ыы сез Cross of Ion & Crescendo of Doom. 
Rules 1% т 
STAC-TAC-TOE 
йй ТЕДІ 
Board 6.00 STALINGRAD C) 
Counlers:US, BRT, FR, GR.RUS. Board 
EA. 150 — Counters 
Rules/Manual Set 2.00 Rules/Manual Set 
Nat. Obj. Card EA. 100 тё 
Historical Objective Card... EA. 1.00 Weather Card 
OUTDOOR SURVIVAL ue 0" 
el $0 матовая ©) 
Counters 150 Mapboard 
Rules 200 — Rules Manual 
Primer 200 Alien Troop Counters 
Selol S Scenario Carós. 2.00 Terran Troop Counters 
Setot 4 Lile Level index Cras. 100 Map/Roster Pag 
Quickie Rules Sheet мо сат 
RM 100 STATIS-PRO MAJOR 
LEAGUE BASEBALL 
PANZERBLITZ (S) 15.00 Playing Board 
Mapboards: 1.2.3 EA. 2.00 Rules 
Counters: Ger. & Rus EA. 1.50 PayerCarøs(?7.780179) 
Rules/ Manual Set 200 New player cards avaiable 
Situation Cards 200 each May. 
Combat Chat Sheet 100 FastAction Deck 
Wargamer'sGuidê 1:... 400) — ор 
Baserunners Set 
penas C) 1900 Got Charts Caras Set 
Board: A.8.C.D EA. 200 
КЕ aoo Statistical Guide (77.78. or 79) 
Counters: Ger, Alied’. .... Ea. 150 Paver Card Envelope 
Playor Sat Sheets Pad- 
Scenario/CAT/TEC Cra. set 200 
1940 Variant Counters ao ПЦ виа 
Blank Player Cards Set ў 
PAYDIRT 79 Rev.) 1500 — Pennant Race Game } 
Praying Board 300 recreates 'SOA L., '64 N.L. 
Rules Folder 1.00 8 'G7AL. seasons 
Team Charts Set 1965 World Series 
1979 (Available Oct. 80) 1000 Payer Cars 
4978 Teams E MEM 
үи 1000 MEABASKETEALL 
1976 teams 2... 10.00 
Мен team charts avaible each Paying Board 
нын Rules Folder 
fede мо CMM 
Number Dice Set 100 min н 
Scorepad 1% 
ин ода доб Ean Aeten Canis Desk 
pats no longer avaiable er S 
" 9.00 
Para ab Lake індет 
NBA Championship caras 3 
POINT OF LAW 1500 
Score Board 500  STOCKS&BONDS 
266 Page Casebook/Rules 10.00 Stock Board 
Decision Answer Pad 200 — ше 
Special Crayon 100 ‘Transaction Pad 
Market Price Card 
PRO FOOTBALL PFB 1972 жю бровь 
PRO FOOTBALL PF #3 1971 12.00 Certificates 
Seto Situation Cards 
RAIL BARON мар асин 
Mapboard ою ШС 
B8C Insert 
Rules Folder 20 
Payot Chart 100 — STOCK MARKET 
Tille/Train Cards Set 200 — Bord 
Setot 6 Pawns/12 Chips 1.50 2Rules/Manual Set 
Package ol Play Money 150 Setot 15Trend Cards 
Set ol Stock Certificates 
REGATTA LE ee 
анови oo дазва орин 
Wind Indicator у От 
‘Spinnaker Cards Set 100 SUBMARINE (8) 
Setot Metal Boals/Buoys 600  Mapboard (complete) 
Manual with Rules 
RICHTHOFEN'S WAR (S) 13.00 Paying Ads Card Set 
Lund 60 ол 
i Cou 
Rules/ Manual Set оо Ди 
Selol d ScenaroCrós 200 
Counters 150 
Pad 150 
Target Damage Table Sheet 100 
Maneuver Cards Se 2.0400) 4.00 
RUSSIAN CAMPAIGN (©) 13.00 
Board 6.00 
Manual with Rules 2.00 
Counters. 150 
German 0/8 Chart 100 
Russian 0/8 Chant 1% 
ak SAMURAI (8) 13.00 
Mapboard 6.00 
Playing Pieces 2.00 
Manual with Rules 20 
Clan Charts (4) 2.00 


PLACE CREDIT CARD PURCHASE ON TOLL 
FREE 800-638-9292 OPERATOR #1 
* INCLUDE ADDITIONAL FOR POSTAGE 





13.00 
6.00 
1.00 
7.00 
300 
1.00 
1.00 
700 


800 
6.00 
1.50 
200 
1.00 
1.00 


1500 
6.00 
200 
200 
1.50 
1.50 
1.50 


1500 
600 
1000 
5.00 
100 
150 
100 


1500 
ЕА. 2.00 
200 
1.50 
1.00 
1.00 
1.00 
1.50 
1.50 


1400 
6.00 
200 
2.00 
2.00 
100 
200 


10.00 


EA. 15.00 


10.00 
200 
ЕА. 1.00 


1500 
6.00 
100 
EA. 3.00 
ЕА. 3.00 


6.00 
6.00 
100 
1.50 


1300 
6.00 
1.00 
400 
200 
200 


6.00 
200 
200 
200 


1300 
6.00 
200 
3% 
100 
100 


1500 
8.00 
ЕА. 150 
100 
200 
100 


8.00 
6.00 
100 
150 

в) 3.00 


1300 
600 
2.00 
2.00 
1.00 
100 
1.00 


1300 
6.00 
1.00 
ЕА. 1.00 
зш 2.00 
3.00 
1.00 


10.00 
3.00 


1500 
8.00 
200 
200 
200 


13.00 
6.00 
200 
200 
200 
100 


WORD POWER... 13.00 
Board 6.00 
Rules 1.00 
Vocabulary Builder Guide 2.00 
Sel of Key Word Cards 336 5% 
Setol8 Pawns 100 
Seto! Play Money 100 
тв @ 15.00 
‘Manual with Rules 2.00 
Board (complete) 6.00 
Counters: Amer/British EA. 1.50 
‘Set of Scenario/ CRT Crds 2.00 
Terrain Effects Sheet 1.00 
Setof 16 Tactical Cards 100 


MISCELLANEOUS 
MERCHANDISE 


BINDERS for The General (holds 12 issues) -5.00 


BLANK COUNTERS 

White, die-cut blanks approx. 190+ per sheet 

Specily Vi (D-Day size), ог 5/8“ (Panzerblitz 

size) EA.1.00 6 for 3.50 
12 for 6.50 


BLANK RIGID MAPBOAROS 
Finished folding boards minus the printed map- 
Sheet itsell. Specily: (D-Day size) 14" х 22" or 
(PzBlitz Size) 8" x 22° EA. 1.50 
6 for 7.00 
12 for 12.00 


DICE (set of 6) specily white and/or red. 1,00. 


HEX PADS Approx. 30 sheets per pad each 8 x 
10 printed both sides. 216 hexes one side. 1,584 
nexes on reverse side 150 


HEX SHEETS. 


White, unmounted cardboard shipped in mailing 
tube to prevent creasing. Specity 22” x 28° 





(0-Day size). or 227 x 24' 
(Panzerbiiz size) вало 
4 for 3.00 
12 for 7.00 
MAGAZINES. 
The General USA. yr. sub. 9.00 
(War Games) 2-yr. sud. 14.00 
Domestic 1st Class 9.00/yr 
Back issue 2.50. 
The General Canada & Mexico 
1 yr. Sub. 18.00 
2yr. Sub. 32.00 
The General overseas 
1yr. Sub. 26.00 
2yr Sub. 38.00 
ALL-STAR REPLAY 
(Sports Games) 1t, sub. 5.00 
2yr. sub. 9.00 
Domestic 1st Class 6.00/yr. 
Back issue 2.00 
A-Star Replay Canada/Mexico 
1 yr. Sub. 11.00 
2 yr. Sub. 17.00 
A-Star Replay Overseas 
1 yt, Sub, 13.00 
2yr. Sub. 21.00 
MAGNETIC Strips tor Counters 
Ten tt. lengths 750 
пен 100 
MAPBOARD CLIPS (Set of 4) 
Holds isomorphic mapboards in position . . 1.00 
MAPSHEETS UNMOUNTED 
specily game. Great for 
mounting on any surface 
including metal 5600 
SQUAD LEADER & GAMETTES 
unmounted mapsheets (specily 
ht) EA. 2.00 
PLAY-BY-MAIL 


The following games can be played bymail: Afrika 
Korps, Anzio, Bulge. Blitzkrieg. D-Day. 
Kriegspiel, Luftwatte, Panzerbltz, Russian Cam- 
paign, Stalingrad., and Waterloo, 


2-Player Kit specily game 700 
-Player Kit specify game 350 
Rules only (specily game) 1.00 


NOTE: Kits are ol no value unless players also own 
the game. 

STORAGE TRAYS (Set of 3) 325 
Holds counters separate in 48 different recep- 
lacles—includes plastic lids 


T-SHIRTS Panzerblitz box cover. orange & black. 


Specity Small, Medium, Large, 
X-Large 5.00 
‘Squad Leader box cover, orange & black. Specity 
Small, Medium. Large, X-Large. 5.00 
ЖАН STAFF" Polo Shirt. 12.00 


Variants 
(A) Assault on Crete Variant counters do not 
‘come with rules—you need General Vol. 15 ИЗ. 


(B) War At Sea Variant counters do not come with 
rules nor maps—you need General Vol. 15 #3. 
For additional utilization of counters you need 
General Vol. 13 #3 (only photostatic copy 
available). Vol. 14 #3, and Vol. 14 #4. 


(С) Kingmaker Variant Event Cards come with 
rules—tor further information see General. Vol. 
ми 

0) Richthofen Maneuver Card sel comes with 
‘ules—for further information see General Vol. 14 
n 


E) Panzerleader 1940 Variant Counters do not 
соте with rules you need General Vol, 15 42. 


(F) Midway/Coral Sea Variant Counters/map set 
‘does not come with rules—you need General Vol. 
1545. 


(6) Bismarck Variant mapsheet does not come 


with counters nor rules—you need General Vol 
16 #2. 


ITEMS printed on a black tint do not come with the 


game; th 


are accessories and/or variants, only, 


and available only from Avalon Hill direct. 


The nature of game publishing dictates that we prepare 
advertising literature (such as consumer ads and new 
product releases) many, many months in advance of 
Scheduled release dates. Occasionally we aren't able 
10 complete a new game by that advertised release 
date. Unforeseen design and production problems dic- 
tate a choice: rush into production anyhow, or hold off 
until the problems are corrected. We always choose 
thelatter. We have been in business for 23 years and in- 


tend staying 
products. If 


in business selling only the highest quality 
you still have doubts, simply hold off order- 


ing. If you order anyhow, please understand your doing 
so releases us from the Federal guidelines covering 
mail-order delays. 


Be a 


© 


ШУ 


AVALON HILUS TRADEMARK NAME FOR 
ITS GAME OF THE WAR OF THE ROSES 





in Avalon Hill's realistic portrayal of the War of the Roses 


Set in the midst of a chaotic English Civil War (1450-1485), KINGMAKER will astound you 
with its opportunity for diplomacy, fast moving play, simple mechanics, involved strategies, 
and sudden turns of fortune. Not a wargame in the classic mold, KINGMAKER is a game the 
entire family can enjoy—especially those who relish the role of the underdog and combining 


forces against the leader, be he Lancastrian or Yorkist. 


Each player is dealt a number of cards which comprise his faction of nobles with an inherent combat strength 
in supporting men-at-arms. These forces are increased when drawing cards conveying possession of key forti- 
fied towns. fleets, companies of mercenary soldiers, support of bishops, and titles which increase a noble’s inherent 
following. Players then maneuver their forces in such a way as to capture the 7 members of the royal families 
eligible to be proclaimed King (or Queen in the case of Margaret of Anjou). The faction which crowns the last 


surviving royal piece is declared the winner. 










such supremacy is not an easy task. 

can force landings on hostile shores while 
delay even the most overwhelming 
easant revolts, and summons from the 

ll break an otherwise impenetrable siege 

ipes out whole factions in a single blow. 
becomes too powerful too soon ensures the 
nce of his adversaries. But angereth not 
n his absence the Chancellor of England, 





for he who summons Parliament dispenses offices and 
titles of untold power. Nor dismiss the clergy . . . for 
want of their support can prevent coronation of any. 
pretender to the throne. Do not despair in your quest 
for the throne—even the smallest faction can gain. 
power through ruthless guile. Be ve the feared Constable 
of the Tower of London or merely the Steward of the 
Royal Household, chances for all-encompassing victory 
or defeat abound 


Within this box the great age of chivalry lives again. 
The flower of English knighthood awaits, ready to rally 
to your banner, depose the idiot King Henry and restore 
the crown to its rightful place. 


The game comes complete with a full color map- 
board of 15th century England and die-cut royalty. 
nobles pieces (shown at left), a deck of 70+ Crown cards, 
nearly 90 Event Cards, and an instruction manual that 
also contains a historical synopsis outlining the true 
events of the period. Enjoy being a KINGMAKER in 
this fun-filled game of ruthless desire, passion, double- 
cross, ransoming, piracy, plague, bloodshed and murder 
—everything, in fact, that really made life worthwhile 
back then 


For 2 to 6 players, ages 12 & Up. Rated “Intermediate 
I" on Avalon Hill's Simulation-Complexity scale. 


THE AVALON HILL GAME COMPANY 


BALTIMORE, MARYLAND 
PRINTED IN U S.A. 


